EXCLUSIVE: TERMINATOR 4’S KILLER ‘BOTS REVEALED! 
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NEW GEAR, NEW GUNS, AND 
A WILD NEW PREQUEL STORY! 
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LET'S DO THIS! 
STREETFIGHTER.COM 


CLASSIC MOVES. COOL CHARACTERS. IN A NEW, BIGGER, BADDER STREET FIGHTER: 
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Blood and Gore 
Intense Violence 
Strong Language 


KILILZONE.COM 


From your first step off the landing craft, you’re thrown into the most intense 
battle of your life. Facing an overwhelming enemy on their own toxic planet, 
this is war at its best. And worst. And it’s only possible on the PLAYSTATION®3. 


Only On PlayStation. 


PlayStation: Network 
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Cover: Terminator Salvation— 
The World Premiere 


The war against the machines is beginning, and 
you're leading the human resistance. Terminator Sal- 
vation may be the best movie shooter ever, and we've 
got the first look at this highly-anticipated title. 
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MadWorld's Mad Men 


The only thing more plentiful than 
blood in the upcoming Wii brawler 
MadWorld is awesome characters. 
Check out the bios for the three crazi- 
est characters in MadWorld. 


Todd McFarlane Talks 


The father of Spawn speaks exclu- 
sively to GamePro about the possi- 
bility of a new Spawn movie and the 
status of his World of Warcraft-killer. 
Get all the details. 
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Sneak Previews 


The Godfather Il (PS3, Xbox 360, PC)... 
Grand Theft Auto: Chinatown Wars (DS 
MadWorld (Wii) 
Phantasy Star Portable (PSP) 


Scratch: The Ultimate DJ 
(PS3, Xbox 360, Wii)... 


StarCraft II (РС)... 
Stormrise (PS3, Xbox 360, РС 
Tom Clancy's H.A.W.X (PS3, Xbox 360, PC) 
Warhammer 40,000: Dawn of War I (PC)... 
Wheelman (PS3, Xbox 360, PC)... 


X-Men Origins: Wolverine 
(PS3, Xbox 360, Wii, PS2, DS, PSP, PC). 


Valentine Gift Givers 
With Valentines Day fast approach- 
ing, you may be wondering what kind 
of gaming gift your main squeeze 
will be getting for you. We've broken 
down the six types. 


7 Best Lifebars 


We so often take the lifebar for 
granted, but seven games manage to 
incorporate the gaming mainstay in 
new and unique ways. Here is where 
we give them their kudos. 


Reviews 


The Chase: Felix Meets Felicity (DS) 
Creative Vado HD (GP Labs)..... 


F.E.A.R. 2: Project Origin 
(PS3, Xbox 360, РС 


Killzone 2 (PS3. 
LocoRoco 2 (PSP). 
Moon (05)... 
Prinny: Can I Really Be the Hero? (PSP) 
Psyclone TouchCharge (GP Labs). 

Skate 2 (PS3, Xbox 360)...... 
Street Fighter IV (PS3, Xbox 360)....... 


Terminated! 


We're huge fans of the Terminator films 
(only the first two). So when publisher 
Warner Brothers Interactive and devel- 
oper GRIN approached us to get the 
world's-first peek at the upcoming Termi- 
nator Salvation game, it was an offer we 
just couldn't refuse. Be sure to check out 
the full story on page 48, which also de- 
tails many of the new Skynet monstrosi- 
ties Christian Bale will be tangling with 
in the upcoming film. It's a fun, detail- 
packed story that'll tickle any sci-fi fan. 
Secondly, some sweet changes are 
coming to GamePro.com. When we 
(finally) revamped GamePro.com last 
August, we knew it was only the first step 
in a long journey. Though GamePro.com 
won't change radically—maybe a little 
slicker and sleeker than it looks now— 
the real highlights will be some truly 
groundbreaking new features we'll be 
rolling out over the coming weeks and 
months. We can't offer any specifics 
just yet, but we're dedicated to making 
GamePro.com the most energetic and 
user-centric gaming site on the internet. 
You'll see the delicious results soon... 
Finally, as you may already know, 
Electronic Gaming Monthly is officially 
no more. Though GamePro and EGM 
competed fiercely to deliver the best 
gaming news to our readers each and 
every month, EGM's high quality always 
kept us on our toes and made us strive 
to produce a better magazine. We wish 
ЕСМ” talented creative staff the best of 
luck in their new adventures. 


Sid Shuman 
Senior Editor 
sid_shuman@gamepro.com 
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May contain content 
inappropriate for children. 
Visit www.esrb.org for 
rating information. 


www.myresistance.net 


The Chimera have taken Europe. And for Lt. James Grayson, the battle just got 
personal. The fight for mankind continues in the newest Resistance chapter, 
and it’s only on the PSP® system. This action-shooter features unique 8-player 
multiplayer and an advanced third-person targeting system. Connect your PSP 
to your PS3™ with Resistance 2™ and unlock additional features to help give 
humanity a shred of hope. The Resistance 15 now everywhere 


EVERYWHERE JUST GOT BETTER™ 
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Chris Redfield fends off a gang of bikers in Resident Evil 5. к 
But who's driving? Our bet's on Chris's new partnter Sheva. 


X RESIDENT EVIL 5 ps3 


* PRINCE OF PERSIA Ps 


THE HUNTER r 


Set in a post-apocalyptic world, Stormrise is a real-time strategy game that has you choose 
between two unique, warring factions—the technological Echelon versus the tribal Sai. 


LJ 
STORMRISE 
\ ү 4 m fs 
3 
Е The puppeteer uses glowing tendrils to raise and control dead soldiers 
er against you, much like Psycho Mantis in Metal Gear Solid 4. 


F.E.A.R. 2: PROJECT ORIGIN 


DAMNATION Р ‘CODENAME PANZERS: COLD WAR 


It's no surprise that Marcus and Co. sold over three million copies in their latest 
outing. The real question: Will Gears of War 3 remain an Xbox exclusive? 


" GEARS OF WAR 2; 


“TEKKEN 6: BLOODLINE REBELLION Ps3, ) “ETERNAL SONATA 


10, 


“KILLZONE 2 Ps DiRT 2 P 


Where is Alan Wake? Canned or delayed? Microsoft's mystery man has been missing in action 
for quite some time, but 2009 will likely shed new light on this Xbox 360 horror exclusive. 


ALAN WAKE xs 


S ЖЕ é 


“THE WITCHER: RISE OF THE WHITE WOLF XBox 360 * GRAND AGES: ROME РС 
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OPENING SHOTS 
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Rule the Pantheon as a true deity as you take part 
in epic, godly battles in this PC strategy game. 


DEMIGOD 


Ensemble Studios’ swan song gets a slight delay to March 3. 
Luckily, this Xbox 360 strategy game looks to be worth the wait. 


НАТО Wars 


CHRONICLES OF RIDDICK: ASSAULT ON DARK ATHENA FINAL FANTASY VERSUs XIII 


In the dark halls of Arkham Asylum, Batman will not only have to contend with 
his eccentric rogues gallery of villains such as the Joker and Killer Croc, but 
also the felonious henchmen that dwell in the game’s many, many shadows. 


BATMAN: ARKHAM ASYLUM 


X-BLADES 4 ‘THE SIMs 3 


Every holiday season the monsters of Duke Nukem Forever get 
together and take a Christmas card picture, cheesy smiles and all. 


THIS IS VEGAS Ps {DARK VOID ps3, х 


The mysterious Reality Veil will hide the true nature 
of Wolfenstein's dark, desolate environments. 


“WOLFENSTEIN 


Ч ВАУОМЕТТА 


In Legends of Wrestlemania, wrestling fanatics will be able to relive and 
even alter history with famous WWE Superstars such as Andre the Giant, 
Hulk Hogan, The Rock, Stone Cold Steve Austin, and Jimmy Hart. 


" LEGENDS OF WRESTLEMANIA Р 


З NINJA BLADE Хвох 36 Poor REVOLUTION: CUE SPORTS 


It's all about the claws. Use Wolverine’s adamantium claws to cut, 
tear, and stab through enemies in X-Men Origins: Wolverine. 


pom 
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ITHE GODFATHER II ps 


This futuristic space opera features lavish CG sequences 
as well as the series’ famous real-time battle system. 


STAR OCEAN: THE Last НОРЕ 


Matemarks И ШЕЙ Wrigley Jr. Company. 


©2008 Wm. Wrigley Jr. Com 


Euer tried bodusurfing 
a tropical tidal (даче? 


ACRISp TROPICAL SENSATION 


Ever tried GUM? 
Stimulate Your Senses 


W VENETICA Хвох 360, РС 


Pull off Hollywood-style stunts to stay ahead of rival gang members апа 
keep action film megastar Vin Diesel in front of the morning rush hour. 


" WHEELMAN 753, Хвох 360, P 


" ANGELS ONLINE PC 
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SECURITY 


GUARD!!! 


CAN YOU HANDLE 
EXCITEMENT... 

..cheese curls, leprechauns and sitting on 

a cushion for a LONG, LONG time? Then 

maybe you have what it takes to become a 

COUCH SECURITY SHARE! S Thousands 
Few careers offer a person thrills AND rich 

rewards. It's not a dream. A career like this of couches 
can be yours. Even with no experience ora need 
fancy college degree. ` Get the facts today 


and start sitting tomorrow! => protection! 


LEARN ON 
‚ YOUR 

VERY OWN 
COUCH: ` 


Full-time 
is for 
full-time 
- suckers! 


Policy/Partnérship for a Drug-Free America 


Office of National Drug Contra) 


“Couches can't protect themselves. 


So, it's up to 


me. If you think about it, 


Im kind of like а hero—A hero that 
gets PAID!” 


SIT AND PROTECT 


Sy 


And make some pretty 


. awesome money while 


Earning А РРР 


Now... 


FOR a FREE BAG ° 
of CHEESE CURLS & + 


> YOUR OFFICIAL BADGE, е 


FILL OUT THIS FORM > 
AT: couchsecurity.com 
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MadWorld’s Mad Меп... Page 22 
Todd McFarlane Interview... Page 25 


GAM ES. GOSSIP. G EAR. Know Your Gamer Valentines. . . Page 26 


The 7 Best Video Game Lifebars .. . Page 28 
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War 2 but cursed the gravity keeping those meatheadsteth- 
ered to the ground, you might want to fly the friendly skies 
of Dark Void. It's got many of the elements of everyone's fa- 
vorite third-person shooter, but the differences are what may 
just shoot this game into the stratosphere later this year. 

The combat may start in the same cover-shoot-melee 
mold as Gears, but it quickly evolves when the hoverpack 
and jetpack make their way into the hero's inventory. Climb- 
ing may have been a burden in just about every title put to 
disc thus far, but Dark Void should change all that. The con- 
cept of taking cover against enemies shooting from above is 
something that has to be played to be believed. The action is 
much more tense, and the kills more satisfying. 

When you add in a flying mechanic worthy of its own 
game (many members of the development team previously 
worked on the original Xbox flight sim Crimson Skies: High 
Road to Revenge), it's easy to see why Dark Void has our 
spirits high.—Dave Rudden 


loved the run-n-gun action of games like Gears of 
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due in no small part to the mad cast. Here’s the details on three of the 
game's craziest characters. 
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The protagonist of MadWorld is a man of few words, but his ability to murder 
and maim speaks volumes. Competing to kill on the worlds most disturbing 
game show, Jack is ready to fight for his life by taking many, many others. 


FINISHING MOVES: chainsaw dismemberment, street sign impalement 


This ironically-named behemoth towers over our buff hero, tossing Jack around 
as if he were a colorless Ken doll. Not only that, he’s got a menacing mace the 
size of pickup truck. His knees look a little weak, though. 


FINISHING MOVES: Death squeeze, mace bashing 


HERR FREDERICK VON 
TWIRLENKILLER 


How can you make a robot Nazi even scarier? You turn his hands into jet engines, 
duh. Not only can Twirlenkiller create tornados capable of upending cars (not to 
mention opponents), but if anyone’s lucky enough to avoid those, they'll prob- 
ably get to see the sharp engine blades up close as they're sliced like sushi. 


FINISHING MOVES: seit-produced tornados, jet engine dicing 


SPAWN POINT 
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Everything ~~ 


Netflix? The Recession? PS2 Downloads? We ask John Kohler, senior marketing 
Manager at Sony Computer Entertainment America the big questions. 


== 


GamePro: Obviously, the economy isn’t in 
great shape at the moment. What's your take 
on moving an expensive console like the PS3? 


John Kohler: It's definitely different in terms of 
the economy. l've been [at Sony] for 10 years 
now, sol sawthe last recession in 1999 or 2000. 


We were just coming into the PlayStation 2's 


lifecycle at that time. We're seeing similar 
things this time, but we're very bullish on PS3 
sales. Games are selling very well and we're 
forecasting big things. We're very aware of the 
economicsituation, and we monitorthathourly 
to make sure our sales analysis is on point. 
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Instant Queue 


NETFLIX 


GP: The most recent Xbox 360 update added 


GP: Microsoft launched their New Xbox Expe- 
rience for the Xbox 360, which fuses some el- 
ements of the PS3's Xross Media Bar and the 
Wii's Channels. It's certainly a big improve- 
ment for the Xbox 360—is Sony open to make 
similar changes to the PS3's interface? 


JK: We're certainly always open to consumer 
feedback. We look at the PlayStation brand as 
8 consumer-demanded brand—if consumers 
pound on our door loudly enough, we'll make 
sure they're listened to. That's been evident in 
the firmware updates {for the PS3 and PSP}, 
which came out because of consumer feed- 
back. Butwe haven'thad many navigation com- 
plaints about the XMB interface, so the XMB 
will be a part of PlayStation products moving 
forward. That doesn't mean we're closed off to 
changing certain parts of it—there are areas in 
which we can certainly improve, and we look 
to do so in the future. But grand-scale changes 
[to XMB] are probably not realistic, because it's 
something that's been so well-received. 


Netflix streaming support. Any word on pos- 
sible Netflix integration on the PS3? Is Sony 
talking to Netflix? 


JK: We've concentrated most of our efforts on 
our download service, both rentals and down- 
loads of movies and TV shows. Our efforts will 
continue to be there, because our customers 
want to own the content. | was in a focus group 
in New York recently, and the topic of Netflix 
came up with a group of Xbox 360 owners. 
[Most of] those people weren't aware of the 
Netflix agreement. Those that knew wanted to 
know the difference between Netflix streaming 
onthe PC versus the Xbox 360. They discovered 
that it’s obviously the same, and those people 
wanted to know what the “specialness” of that 
would be. The moderator mentioned that you 
could watch [the Netflix streams] in your living 
room. But many of the participants said, "but | 
could watch that on my laptop, too.” 

[In regards to the Netflix streaming on 
NXE,] there are certainly some positives for the 
Xbox 360. But there's also some confusion. It 
goes further into the argument of “owning the 
content” [versus renting or accessing it]. 


/ САМЕРВО. СОМ 


Presents: 


RECHARGED 


SONY LAUNCHES PLAYSTATION HOME 
Sony surprised gamers by unleashing a beta 
version of Home on the gaming public right 
before the end of the year, just weeks after 
Microsoft launched the New Xbox Experience. 
THE VERDICT: While the review should 
be considered final judgment, we're not 
quite sure what the appeal of Home is 
supposed to be. It's buggy, it's boring, 
and the custom characters lack the charm 
of Miis and Avatars. 


UBiSOFT SMASHES NINJA TURTLES 
Ubisoft is taking a different approach with 
its next TMNT title. With developers from 
Team Ninja and previous Smash Bros. 
games, the new game will be a four-player 
free-for-all fighter. 

THE VERDICT: Not only is that an amazin: 
idea for a primarily kiddie franchise, but 
they've picked an amazing team to put to- 
gether the project. It could be 2009's best 
fighting game. 


5) NINTENDO WINS X-MAS 09 


2) Nintendo took the holidays without break- 
ing a sweat. The Wii has sold more than 
twice the number of PS3 and 360's com- 
bined. The runner up? The DS, of course. 


THE VERDICT: Nintendo is dominating 
sales as much as they did during the NES 
days with no sign of stopping. Imagine how 
much better they'd be doing if they put out a 
good game during the holiday season... 


EA Picks UP BRUTAL LEGEND 
When Activision and Blizzard merged, a 
couple games being developed for the for- 
mer ended up being orphaned, and Brutal 
Legend languished for some time. Thank- 
fully, EA is picking up Double Fine's rocking 
Brutal Legend. 

THE VERDICT: We're glad that EA is roll- 
ing the dice, considering that Double Fine's 
amazing Psychonauts didn't exactly fly off 
store shelves. You can buy said title on 
Xbox Live by the way. Just sayin. 


КОМАМ!'$ NEXT METAL GEAR IS 
FOR iPHONE 

After confusing gamers with a "A Next 
Metal Gear Is ! + i = ©,” Konami finally re- 
vealed the next Metal Gear game—a iPhone 
game called Metal Gear Solid Touch. 

THE VERDICT: After the amazingly gor- 
geous Metal Gear Solid 4, we're surprised 
to see the next game on the iPhone. We've 
seen some neat ideas on the iPhone thus far 
(Fieldrunners FTW), so maybe Metal Gear 
can shine on the nascent platform. 


Todd McFarlane Talks ; 


The outspoken comic book god speaks his 


sequel and his new video game project! 


GamePro: Superhero 
films are red hot at the 
moment, with /ron Man 
and The Dark Knight 
seeing blowout sales. 
Is this a good chance to 
bring back Spawn for a 
second Spawn movie? 


Todd McFarlane: Ever 
since Iron Man came 
out, the phone's been 
ringing. A movie studio 
CEO called me today, actually: “I just wanna 
say we're interested." But | think he was the 
last of the big studios to call me! But I'm still 
of the mind that [a Spawn movie sequel] is a 
lower budget, cooler, creepier movie. When 
we get there, it'll get made... 

The dealbreaker is, | direct it. | tell every- 
body that in advance. The answer is, the only 
way anyone will say “yes” to that is if | keep the 
budget low. If | make it an $80 million budget 
[Spawn movie sequel], they won't let me direct 
it...nor would | want to direct it. There are too 
many guys who are smarter that can do it. But 
a $10 million dollar creepy movie? I can do that 
one. In the movie ideal have for Spawn, there is 
no super villain. It'S a completely real drama... 


Healing Abil 


(Splatterhouse) 

Attire: A mask that grants the wearer superhuman strength and a ripped body. 
Motivation: To save his girlfriend from an evil professor. 

: Can regenerate lost limbs and heal severe wounds. (С 
Enemies: Monsters spawned by an evil scientist. C] 


Look, with $10 million, you're not going 
to have a lot of money to work with. They'd 
have to get a young, inexperienced director 
anyway. My answer is, why not me? If you're 
going to go get a schmuck, let me be your 
schmuck. And oh by the way, l've been living 
with this movie in my head for a long time. | 
don't feel like trying to convey what's in my 
brain to somebody else—it would take too 
long. | can just do it myself. And people aren't 
adverse to it. You know, Frank Miller is direct- 
ing his stuff now. 


GP: So according to Wikipedia, you're the 
art director for Curt Schilling's 38 Studios. 
How is work coming along on the new MMO? 
What art style are you considering? 


TM: One of the things that we're doing is cre- 
ating characters who are interesting to look 
at..stylistic, but not so much so that it be- 
comes annoying. [Then, the question is], is 
the gameplay more fun? When our guy casts a 
spell, mounts a horse, or stabs someone, does 
he look cooler? When a giant 600-pound beast 
stops running, does it feel like it weighs 600 
pounds? You have to have a good design to 
care, but once you've got that, how do you put 
it all together? 


Rick 


d about a Spawn 
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There’s another big company out there 
that makes World of Warcraft. They have the 
“WoW” factor; what I'm working for is the 
“woah” factor [laughs]. When you're play- 
ing, and your character does something 
you've never seen before, you say, “woah... 
that’s cool!” We're not trying to re-invent 
the wheel—we're trying to polish it up, put 
chrome оп it. The wheel is there, now how can 
we make it sexier? It doesn't have to be obvi- 
ous; it can be in the subtlety of how a charac- 
ter sheathes and unsheathes his sword. Can 
we do that in a more dramatic, realistic, and 
interesting fashion than the other guys do? 

We haven't said a lot of stuff [about the 
38 Studios MMO дате], but a tremendous 
amount of work has gone into it. Curt has as- 
sembled a good group of people. | deal with 
them: | see the environments, the characters, 
and the animation, and these guys all get it. 
These guys have been dazzling me: l'Il see а 
character running, and the jowls bounce, the 
ears move a little...it’s just stuff that feels 
real, not robotic. There are limitations, but 
there are tricks too: animation is all about 
tricking the eye. Even though that guy is two 
inches tall on your screen, | want him to feel 
alive, like a real, living creature. 


Jason Voorhees 

(Friday the 13th) 

A hockey mask that covers the scars of a disfiguring childhood event. 

To avenge his mother’s death and take revenge on lazy camp counselors. 
Has been killed about a dozen times and keeps on ticking. 

Sex-craving campers and Freddy Kreuger. 


First Appearance: As a side-scrolling killer on the TurboGrafx-16. a As the presumed-dead child of serial killer Pamela Voorhees. 


OUTCOME: 


Something draws Rick him to Camp Crystal Lake, where the Terror Mask | 
| hangs on the front gate. He resists its allure until a swung axe grazes his 


hair and gets stuck in the post. Jason stuggles to remove it, unaware that 
Rick has grown immensely and is throwing a punch right at his face. His 
mask cracked, Jason covers his face. Rick picks up the wooden post out of 

lunges it through Jason's chest. Assuming victory, Rick 


GAME 


removes his mask. When his senses return, he looks 
back and sees nothing but a pool of blood. Rick doesn't 
have a second to wonder where his enemy went before 
seeing a machete blade emerging through his chest. 


DECISION: Jason Voorhees > > > 
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: A handwritten love letter 
: A sugary-sweet original poem 
e : The bright-eyed Romantic 

has the evening all planned out: a moon- 
lit water-side picnic in World of WarCraft's 
Astranaar, including consumption of some 
strategically beneficial potions, followed 
by а discrete visit to the Inn for an "expe- 
rience bonus." 


: Replica Gears of War Lancer Rifle 
: BF: Bad Company grenade keychain 
€ ate: The self-centered Heartbreaker 

would like nothing more than to spend hours 
on end hiding in a cave and ganking unwary 
couples in Age of Conan. Of course, the con- 
niving weasel will eventually betray any part- 
ner and dance on her toon's corpse. 


: Text messages from a secret admirer 
: House: Season Three—on VHS. 

: : The Cynic claims to want 
nothing to do with the festivities, but really 
desperately hopes to meet his soul-mate. 
Unfortunately, he imagines that this will 
somehow occur while he spends the day 
shooting at racists and homophobes in Call 
of Duty: World at War. 


: A brick of white chocolate 
: Forlorn furtive glances 
е : The Lonely Soul celebrates 

past relationships by spontaneously revis- 
iting old stomping grounds in Ultima Online 
and Asheron's Call, but eventually settles into 
a long sleepless night of exploring the post- 
apocalyptic wastes of Fallout 3. 


о.сом 


К might still be cold outside across most of the 
country, but Valentine’s Day has a way of warming 
things up for those who play their cards right. Do 
you recognize a current or former significant other 
in these common categories? — Cameron Lewis 


: Two plush Sackboy dolls to dress up 

: Sculpted replicas of MMO characters 

: The well-meaning Match- 

maker, already secure in a tepid but satis- 

fying long-term relationship, invites all her 

single friends to an orb party at Fairfax Cas- 

tle in Fable Il, in the vain hope that amorous 

sparks will fly amid the chaos of a crowded 
voice chat. 


: Crystal Quest (Xbox Live Arcade) 
: A Tarot card reading 
e : The Mystic, obsessed with the 
ultimate fate of her current relationship, sees 
signs and portents in everything from the 
cards dealt in an online game of Uno, to the 
splattered zombie remains in Left 4 Dead, and 
basks in her own obvious cosmic importance. 
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TAKING THE GAME TO THE NEXT LEVEL 


Disney DISNEYXD.COM 


Lifebars are a prominent, yet under-appreciated part of video game history. Helping us keep 
tabs on our characters health without detracting from the gameplay experience is key— 


making a memorable lifebar is a task unto itself. 


Who can forget the beating heart and pulsating 
brain gauges of the cult fighting game where you 
pummel your opponents as dinosaurs and prehis- 
toric apes? The best part of Primal Rage’s health 
bars are when a character is beaten to death. Once 
this happened, the fighter's heart bursts, leaving a 
bloody streak splattered on the screen. Your brain 
gauge in the game is equally as amusing: once it is 
completely depleted, a surge of electricity fries your 
brains, leaving you temporarily brain dead and sus- 
ceptible to your enemy's onslaught of attacks. 


Capcom's zombie-ravaging survival horror series 
has several interesting ways in which the player's 
health is displayed. If enough zombies take bites 
out of your delicious flesh, you develop a limp, and 
the more scathed you get the more crippled you'd 
become making it difficult to move around. And 
the actual lifebar in Resident Evil games is just as 
memorable. Instead of your standard health bar, 
the amount of life you have left before turning into 
food for the living dead is shown by an Electrocar- 
diogram (EKG). 


In Trespasser, you play as Anne whose plane 
crashes on the dinosaur-infested island The Lost 
World. If being haunted by the disembodied voice 
of John Hammond (the old dude with the white 
beard and cane from the first film) wasn't weird 
enough, your health in the game is displayed by a 
hearttattoo on Anne's right breast that fills up with 
ink and detail as you take damage. 


Dead Space is a game that 
prides itself on never taking 
you out of the action—that 
means whether you're switch- 
ing weapons, accessing your 
inventory, or even checking 
your health, you have to be 
focused on what Isaac's doing 
all the time. Putting a lifebar in 
the corner of the screen could 
be deadly if it caused you to 
lose focus in the midst of a 
bloody battle against a batch 
of necromorphs. Thankfully, 
the team at EA Redwood 
decided to incorporate the 
health bar into Isaac's min- 
ing armor. As a container of 
neon-blue fluid running up his 
spine, the healthbar is prom- 
inent without seeming out of 
place on Isaac's person. 


THE BOURNE TRILOGY 

Based on novels by Robert Ludlum, The Bourne 
films were huge hits for their stylized action se- 
quences, intricate plots, and strong performances. 
MattDamon playsthetitular Jason Bourne, a deadly 
assassin who loses his memory, only to be hunted 
by his former employer. The Bourne Identity, The 
Bourne Supremacy, and The Bourne Ultimatum all 
make their Blu-ray debuts in this compilation. 
universalstudioshomeentertainment.com 
$119.98 (Blu-ray) 


ELECTION 

Matthew Broderick plays a high school teacher who 
tries to derail an aggressive student's (Reese Wi! 
erspoon) bid for president of the student council 
in this biting satire written and directed by Alexan- 
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The concept of having a lifebar in a music title is a 
bit weird, but Activision managed to incorporate 
one into Guitar Hero with great results. As your 
performance begins to suffer, the Rock Meter—a 
meter similar to many found on professional mu- 
sic equipment—will slip from the safe green sec- 
tion on the left to the middle 
yellow, to the red on the 
right. If your performance 
forces the pointer all the 
way to the right, you lose. It's 
simple, effective, and it fits in 
with the game perfectly. 


While playing as a character whose face be- 
comes battered and bloodied the more damage 
you take was featured in id Software's popu- 
lar Nazi-slaying FPS game Wolfenstein 3-D, it 
wasn't until the company spawned Doom that 
they perfected their unique alternative to the 
traditional video game health bar. Not only did 
Doom add more detail to 
the wounds you'd receive 
(big lacerations would 
break out on Doomguy’s 
face and his nose would g 
gush blood the more you 
let Imps and Cacodemons 
thrash you), but your de- 
mon hunting marine was 
just a lot cooler than Wolf 
3D's B.J. Blazkowicz. 


When a lifebar system holds 
up over two decades of se- 
quels, it's a sign of a well-de- 
signed one. Link starts each 
adventure with three hearts, 
which are depleted in increments of half-hearts 
due to taking damage. In order to replenish them, 
you collect miniature hearts from downed ene- 
mies (among other methods like drinking potions 
or having fairies fly about your head). If you want 
to add extra hearts, it's as simple as getting new 
heart containers. The Zelda heart has become 
an iconic image—show anyone a row of red and 
white hearts, and they'll likely reply with a surge 
of Nintendo nostalgia. 


der Payne (Sideways). Payne's eyebrow-raising di- 
alogue earned an Academy Award nomination. 
Paramount.com 

$29.99 (Blu-ray) 


FRIDAY THE 1 
Uncut DELUXE EDITION 


One of the favorites of the slasher genre, Friday 
the 13th is finally available with Tom Savini's 
makeup effects presented uncut for the first time. 
Special features include commentaries and a Fri- 
day the 13th reunion. The sequel, Friday the 13th 
Part2will also be released in an uncut version and 
a Deluxe Edition of Part 3D will also be available 
with 2D and 3D versions of the film. 
Paramount.com 

$29.99 (Blu-ray); $16.99 (DVD) 


by the Mega Man video game p ise 
пе supergroup is taking their mu: | 


The Protomen: We have been busy. 


TP: The Thundercon has fallen 


TP: There was a Great Fire. Great like “Good god, 
everything I’ve ever loved is engulfed in a blaz 
ing inferno of fire!” It was, to say the least, all 
consuming 


TP: We all made it to the east lawn—everyone ex 
cept for Demon Barber. It seems Demon Barber 
could not bare to part with his Original first press 
ing, Donna Summer 12 inch single with B-side 
^| do believe | fell in love." 
better place, where no one will judge him for his 


classic He's gone to a 


undying love of Disco. 


TP: There is a second Act—even as we speak 
it is being completed. From the a 
phoenix that will soon be Act Il. As 
layer of ice covering our bus thaws, we will 


tes rose the 


oon as the 


bring the new album to each and every one of 
our patient and devoted allies personally. Since 
we have no home anymore, it really only makes 
sense to tour nonstop 


TP: There was an age before the machines—an 
age where men like Thomas Light watched their 
loved ones wasting away in the factories. Watched 
their Fathers, one by one, giving their lives to the 
mines. Watched their children slaving night and 
day to keep the wheels of industry turning. Our 
story begins in this age. 


a 
th The Protomen, а rockband whose music is inspired 


TP: Thomas Light built the machines with his bare 
hands. He built them, and it cost him everything. 
That's what the single “Father of Death” is about 


TP: No. Act Il begins before the invention of the 
machines and ends just before the creation of 
Protoman, after the machines (and Wily) have 
taken over the city, It’s going to be presented in 
two halves. "Breaking Out"—the demo that was 
released at the end of last summer is a good ex 
ample of the second half. It's sort of an auditory 
look at the idealistic "utopia" that was built over 
night by Wily, in order to gain the trust and control 
of the general population. You could look at it as 
a mixture of Walter Hill's Streets of Fire and Rid 
ley Scott's Blade Runner. A hyper-stylized view of 
people being lulled into submission by fancy gad 
getry, futuri 
ciety where people have machines do all of the 
work for them 


Pac-Man video games, and a so 


TP: Exactly right. 


TP: The game was good. Commander holed him 
self up in a room for a solid weekend as we waited 
outside his door with baited breath. He came out 
reluctantly. After a few seconds, we think he saw 
his shadow because he scurried back into the 
room. | think this means the Mega Man franchise 
is moving back in the right direction, and it's going 
to be another 16 weeks of winter, or something 
Although the soundtrack could've been a little 
more, you know, us. The Protomen video game 
has long been a dream of this band but, unfortu- 
nately, it's been put on the back burner until the 
full three Acts have been released. 


orld...MadWorld...MadWorld... • Holy crap is 
Flower cool. This bizarre but groundbreaking PS3 
game might be the coolest downloadable title I’ve 
ever seen—you control “the wind” as you blow 
flower petals around a series of increasingly psy- 
chedelic meadows. The trippy colors, the sooth- 
ing music, and the simple gameplay make Flower 
а top game to watch in 2009. I've never seen any- 
thing like it... * Boy, EA sure took a beating this 
holiday. Though personal fave Dead Space de- 
livered big sales (and big scares), many of EA's 
other big games didn't do much at the cash reg- 
ister. FaceBreaker, Need for Speed Undercover, 
and particularly Mirror's Edge got lost in the shuf- 
fle. EA's got the right idea by focusing on quality 
and innovation, but they need to know it will take 
some time to right the ship Anyone else think 
the lead character in Prince of Persia is a grinning 
idiot? The graphics and gameplay are awesome, 
seriously, but | had to mute the game whenever 
the Prince spoke—the one-liners and Disney-es- 
qué facial expressions were way out of charac- 
ter... * ls there anyone who doesn't think Sony is 
planning a PS3 price drop in 2009? Anyone? Buel- 
ler?... • Been to GamePro.com lately? We recently 
upgraded our User Reviews interface, and it’s one 
of the best ме seen on the net. Drop by GamePro. 
com, review a game you played recently, and 
let us know what you thought... * Oh, be sure to 
watch Let the Right One In. When a horror movie 
is being pimped by Gearshead Cliff Bleszinksi and 
GamePro's resident gorehound Patrick Shaw, 
* DS 


you know you've got something special. 
gangster epic Grand Theft Auto: Chinatown Wars 
is waaaay better than you think. | recently went 
hands-on with this puppy, and it shames the PSP 
versions. The graphics, the controls, and the story 
are all impressive enough to finally make me dust 


off my DS Lite... * Dude, when is somebody going 
totell me what's up with Aliens: Colonial Marines? 
All| want to do is play a great Aliens shooter, and 
all l've been getting are delays and more mys- 
teries. If the final version doesn't include a killer 
Marines vs. Aliens online team mode, l'm going 
to be heartbroken. Dear Gearbox, please don't 
screw this one up, okay? Thanks... * Two cru- 
cial graphic novel recommendations this month: 
Just à Pilgrim and Unknown Soldier, both by the 
great Garth Ennis. Read 'em both, and discuss on 
GamePro.com... * God of War ll...God of War III... 
God of Wa. 


Pwned this month: 
Prince of Persia 

EA's "quality" games 
Aliens: Colonial Marines 


ail Sid: 
1 | sid shumanGgamepro.com 


Bullets and blows will punch holes in more than just your t-shirt. As you 
lose bits of flesh, you'll start to see the muscle and bone beneath, giving 
you a clear visual cue that you better find a safe place to regenerate. 


X-MEN ORIGINS: WOLVERINE 


Turns out your power animal likes to play rough: Put on yo 


EIETEJEJIESESEIES 


was a simple tumble down some stairs, 

chances are you've wondered why Mother 
Nature cursed you with a body full of breakables. 
Even Wolverine can't single-handedly bring mut- 
ton chops back into fashion, but the guy sure can 
dish out one hell of a beating. 


Е:: if the worst injury you've ever sustained 


CREATION MYTH 

But how did the hirsute brawler come to possess 
an Adamantium-fused endoskeleton that'd make 
a Terminator jealous? In X-Men Origins: Wolver- 
ine, based on the upcoming film starring Hugh 
Jackman, you won't need arms as thick as tree 
trunks to survive the stint Logan spent in the 
company of William Stryker and Team X. Wolver- 
ine will have his share of exploration, climbing, 
and mini-game diversions to tackle, but tensions 
tend to run high in short order in this conspiracy- 
addled universe, leaving the grizzled anti-hero to 
do what he does best: shred the hell out of any- 
thing that gets between him and his own per- 
sonal brand of—well, justice is probably not the 
right word. 

Wolverine doesn't exactly take the high road 
when it comes to cruel and unusual punishment, 
and it's precisely that flavor of barely controlled 
fury that the developers of X-Men Legends and 
Marvel: Ultimate Alliance are drilling into their lat- 
est game. Wolverine's main combat assets are his 
lightning reflexes, rippling and regenerating pow- 


в Developer: В 


erhouse physique, and the half-dozen pieces of ra- 
zor-sharp cutlery he can summon forth from his 
clenched fists, but it’s his creative use of those 
blessings that makes him an artist when it comes 
to kicking ass. 


BLOOD DRIVE 

The controls are simple. Light, heavy, and grab 
attacks are each assigned a single face button, 
and combination attacks grow naturally out of 


r wifebeater and get ready to break a sweat. 


them without forcing you to memorize a laun- 
dry list of button strokes to bust out the coolest 
maneuvers. The result promises to be intuitive 
and flexible control of an unhinged and enor- 
mously powerful wild animal on a rampage, 
uncompromised by the usual hateful battery 
of family-friendly carnage filters. From the mo- 
ment your blades snick out and your arms start 
waving, Wolverine is a tornado of bloodshed 
and property damage, leaving ragged bodies 


Why hoof it between heavily-armed soldiers when you can 
launch yourself at them like a beefy six-bladed guided missile? 


You can ride and wreck helicopters without resorting to seatbelts or firearms, and even hop 
between them like they're stones in a pond on his way to the next brawl. 


Wolverine moves with such swiftness that he leaves trippy trails of glare hanging in the air along 
with whatever he carves out of the hide of anyone dumb enough to mess with him. 


LIFE IN THE THEATERS | 


As if there was any lingering doubt about the respectability of superhero 

movies, just look at the talent pool involved in X-Men Origins: Wolverine, а 
which tears into theaters at the end of April. Director Gavin Hood won the 
Academy Award for Best Foreign Language Film in 2005 for Tsotsi, and 
the cast includes esteemed heavy hitters like Liev Schreiber (Sabretooth), 
and Danny Huston (William Stryker). Cooler still is the list of confirmed 
characters: Check out the latest trailer and you'll spot favorites like Gambit, 
Deadpool, Kestrel, The Blob, Agent Zero, and a reworked version of Beak. 


and destroyed limbs in puddles of coagulating 
yuck. Pale at the sight of video game blood? 
Best you stick to the cooking simulations and 
sudoku, cupcake. 

If you’ve ever felt ham-strung by the lum- 
bering tempo of too many modern action ti- 
tles, you're likely to love the rapidity with which 
Wolverine leaps and tumbles about this dark 
and gritty militaristic world and tears into de- 
serving villains like Sabretooth and Weapon XI. 
Speed and fluidity appear to be of paramount 
importance in Origins, and yet every crisp and 
detailed motion-captured movement is infused 
with Wolverine's singular style and personality. 
Even cooler are the lethal context-sensitive envi- 
ronments that make where you are in the world 
at least as important as the buttons you pound, 
whether you're getting hot and heavy in an An- 
golan jungle or cooling off in a top secret govern- 
ment bunker. 


PERSONAL GROWTH 
Rather than strictly adhere to the film's storyline, 


Origins crisscrosses with the movie narrative, 
giving you a chance to explore nooks and cran- 
nies that don't enjoy as much time on the silver 
screen. We don't know whether this arrangement 
will expose character insights unavailable to film 
audiences, but we do know that an RPG-style pro- 
gression system will give you the chance to cus- 
tomize your hero over time. The better you get at 
combat, the more experience and skill points you 
earn in the tumult. 

Improve core stats like slashing damage 
and health, or buy up special attacks, finishing 
moves, and regeneration enhancements. Skate 
around the room with a furious blizzard of claw- 
drilling carnage, launch yourself 30 yards at a 
time in a manic death pounce, and send rock- 
ets hurtling back from whence they came. In 
the comics, some folks are inevitably unhappy 
with the way Logan gets his results, but there 
seems little reason why you shouldn't be when 
you can customize the big guy to suit your pref- 
erences, and that gives us great hope that this 
violent trip down memory lane will be memora- 
ble and fulfilling for fans and newcomers alike. 
— Cameron Lewis 


This trusty spike will help you “splorch” your enemies time and time again. 


MADWORLD 


Anyone who said the Wii was just for kids is about to get a face full of bloodied chainsaw. 


| n MadWorld the player takes on the role 


of Jack, a simple mechanic with a love for 

chainsaws. А virus has been unleashed 
on Jefferson Island by a group of terrorists 
known as The Organizers, turning the inhab- 
itants of the island into psychopathic killers... 
that is, except for Jack. It doesn't end there 
though: the Organizers have also turned the 
killing taking place on Jefferson Island into 
their own sick, twisted television show called 


я Developer: Platinum Games 9 Publisher: Sega ш Release Date: March 


Death Watch. И you can imagine Escape From 
New York and No More Heroes with a dash of 
Battle Royale, you've probably got a good idea 
of what you're in for in MadWorld. 


ASIAN TOWN OR BUST 

In a recent hands-on demo we played through 
one of the earlier stages known as Asian Town, 
which as the name implies looks like an über- 
stylized locale you've seen many times before 


Yee Fung is a spiky, gluttonous creature; feed him a chainsaw sandwich. 
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in Asian districts in big cities. The streets of 
Asian Town are narrow, which allow for tight, 
frantic combat against the crazed denizens of 
Jefferson Island. Asian Town also contains 
some of the environmental hazards which first 
caught the eye of the public when MadWorld 
was first revealed, including giant fans which 
Jack can throw his enemies into, reducing them 
to chopped meat pie, or a unique spiked meat 
grinder device found in one ofthe rooms sitting 
above the streets. 


CHoP TiLL You DROP 

Another aspect of the situational combat found 
in MadWorld are objects Jack can use against 
his enemies, such as boxes and lamp poles. 
The lamp pole works great as a strong (but 
slow) weapon, but until you've impaled an en- 
emy's head to one you haven't discovered its 
true use. 

Aside from finishing off enemies with ob- 
jects like the lamp pole, Jack's chainsaw arm 
has to be one of the coolest starting weapons 
of any game. The versatility of the chainsaw 
unfolds as you learn how to incorporate nor- 
mal attacks on your enemies and finish them 
off with the chainsaw. As in No More Heroes 
or God of War, the game will prompt you 
when you can finish off your enemies in a va- 
riety of fashions. Being a huge fan of NMH, I 
found the finishing moves satisfying to say 
the least. 


DM 


BLOOD SPORT 

MadWorld's entertaining combat system is inte- 
gral not only to the gameplay, but to the over- 
all style of the game as well. Using grayscale 
and sharp black/white contrasts for all charac- 
ters and environments could make MadWorld 
seem dull at times, but once combat enters the 
picture and the screen is washed with bright 
red washes of your enemies' innards MadWorld 
earns some legitimate style points. Though its 
fair to say that the designers took cues from 
comic heavyweights like Frank Miller's Sin City 
and Alan Moore's From Hell, imitation is the sin- 
cerest form of flattery, and its always nice to see 
gaming take inspiration from other mediums, 
not just other games. 

MadWorld also gets props for an amazing 
soundtrack. The development team at Platinum 
Games brought in hip-hop groups from all over 
Japan to lay down exclusive tracks for the game, 
and though it may sound like a bad idea, the mu- 
sic in MadWorld fits the feel of the game per- 
fectly. Though we've only heard a small handful 
oftracks so far, the full game should have a pleth- 
ora of tracks, and we were already impressed by 
the ones featured in Asian Town. 


МАР Bosses 
Back in Asian Town, we encountered Yee Fung, 
one of the many bosses to be found in Mad- 
World. Yee Fung is a fat, funny-looking turtle- 
man creature, and I’m guessing the designers 
were inspired by Boswer when creating him. As 
with any good action game, we had to use Fung’s 
weaknesses against him (in this case, food) to 
cause damage to his spiky outer shell. The Sega 
rep walking us through the demo pointed out 
that there was some sticky bun-like objects that 
were “his favorite.” As we threw the buns at him, 
he'd pause from attacking us and begin stuffing 
his face. If all major boss battles are as hilarious 
as the fight against Yee Fung, MadWorld may 
turn out to be as funny as it is gory.—Andy Burt 


DEATHWATCH 


Drive under the radar or with guns blazing. Your family soldiers will stick 
their heads (and guns) out the car windows to blast nearby threats. 


GRAND THEFT AUTO: 
CHINATOWN WARS 


Chinatown Wars is rewriting all the rules of handheld GTA games. 


4 mi. os 


m Developer: Rockstar North # Publisher: Rockstar Games а Release Date: March 


Grand Theft Auto series is finally coming into 
its own on handheld consoles. Before Liberty 
City Stories and Vice City Stories rocked the PSP 
with solid PlayStation 2-level graphics and Wi-Fi 
multiplayer, there were three GTA games on the 
Game Boy Color and Game Boy Advance that 
kicked it old school from a top-down perspective 
and straight forward race-and-chase gameplay. 
Grand Theft Auto: Chinatown Wars is best de- 
scribed as a blend of the two eras, combining the 
old and the new of the GTA handheld series. The 
camera, for instance, remains positioned in the 
Sky looking down on the action from an isometric 
view, just like the old days, except that the world 
is fully rendered using 3D polygons. The graph- 
ics are nowhere near as good as those featured 
in Vice City Stories or Liberty City Stories, but 
the hard-lined cardboard cutout look has a gritty, 
pulpy charm all its own. More importantly, Chi- 
natown Wars is set in GTAIV's teeming vision of 
Liberty City, and even on the tiny DS screen we 
spotted crowds of pedestrians, blinking turn sig- 
nals, and flashing traffic lights. 


E been a long time in the making, but the 


HUANG TOUGH 

The story of Chinatown wars revolves around 25- 
year old Huang Lee, a low-level member of the 
Chinese Triad gang. Shortly after Huang's father 
is assassinated, he travels from Hong Kong to Lib- 
erty City to deliver his family's heirloom sword to 
his uncle. When Huang arrives in Liberty City, he 


is kidnapped and left for dead; worse, the fam- 
ily sword is stolen. All of this information is told 
through the game's opening cinematic, which 
boast a graphic novel visual style. You pick up and 
play when Huang is stuffed in the back seat of a 
car and dumped in the ocean to die. 

Or not die. Your first interaction with the 
game is to use the touch screen to break the rear 
window of the car and escape to safety. Obvi- 
ously, Rockstar is utilizing the DS's touch screen 
capabilities and features, but in some very satis- 
fying ways. While all the action is displayed on 
the top screen, the bottom touch screen enables 
you to control elements such as the PDA (for mis- 
sions and info), GPS driving directions, the radio, 
or even hurling Molotov cocktails and grenades. 
You can also whistle into the microphone to hail 
nearby taxi cabs. This all may sound gimmicky, 
but these features left us rather impressed—it's 
like a collection of micro-games built around an 
arcade-ier version of GTAIV. 


WHAT RECESSION? 

While the DS functionality is a nice touch, the real 
funcomesin the diverse, action-focused missions. 
We played a variety of missions that ranged from 
throwing Molotov cocktails out of a helicopter to 
harassing rival gangs to drug trafficking, and they 
were all enjoyable. Drug trafficking is especially 
fun and could be a game unto itself. As you peddle 
six different drug types around Liberty City, you 
make a profit by watching the drug market con- 
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ditions based on the city’s geography. But watch 
out, some locations are monitored by security 
cameras that will alarm the police if you're caught 
pushing drugs. You can shoot the cameras, which 
serve as the game's secret packages, to lower the 
drug prices in the area. Or you can deliberately sell 
your drugs in full view of the cameras in order to 
artificially jack up profits. 

Chinatown Wars is packed with content that 
spans the entire Grand Theft Auto. canon. From 
the Liberty City locales of GTAIV to the return of 
the old-school Rampage missions, there’s some- 
thing for all GTA fans in Chinatown Wars. This 
could be the best game to hit the DS in all of 2009, 
thanks partly to Nintendo’s slim release calen- 
dar, so don't space on that March 17 release date. 
—Travis Moses 
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PREVIEWS 


A Reaper is the same size as a Terran Marine, but 
be distinguished by its firery jetpack and dual pist 


STARCRAFT 


Here's a closer look at three new units 


ccording to Blizzard, StarCraft Il is in the al- 
A pha phase of development, which means 

that there are still new units to unveil, fac- 
tion balancing to tweak, and that a late 2009 release 
date is a stretch. However, Blizzard has already pro- 
vided plenty of detailed information regarding old 
and new units for all three factions—Protoss, Ter- 
ran, and Zerg. Here’s a special look at three new 
units for each of the factions, and a little something 
extra we spotted on the battlefield. 


RIDER, REAPER 

The Terran Reaper is a new ground unit that trains 
from the Barracks in StarCraft . The Reaper's creed 
is to strike fast and hard. That’s why the Reaper is 
equipped with light armor, dual gauss pistols, and 
a turbo jetpack which give it the mobility and agil- 
ity to harass the enemy. The Reaper's jetpack isn't 
capable of flight, but allows the Reaper to leap up 
and down cliffsides, over chasms, and skate across 
the ground. For tougher units, the Reaper is also 
equipped with devestating D-8 demolition charges 
that detonate and explode after a short delay, per- 
fect for enemy structures. 


Bic DADDY 

The Protoss Colossus is a towering attack unit that 
strides across the battlefield on four tall arthro- 
pod legs which allow it to traverse steep elevations 
with ease. The Colossus is heavily armored and 
equipped with two powerful thermal lance lasers 
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in this red-hot PC RTS. 


m Developer: Blizzard ш Publisher: Activision Blizzard м Release Date: Late 2009 


that sweep the battlefield like sunbeams through a 
magnifying glass. The large unit is a powerful war 
machine, but because of its size, the Protoss Co- 
lossus is vulnerable to both anti-ground and anti- 
air fire making it susceptible to additional damage. 


Rot GuT 

The Zerg Baneling is a suicide unit so bloated with 
an acid-filled belly that it rolls in somersaults and 
explodes to attack. Even after the Baneling ex- 
plodes and destroys itself, the searing acid that 
showers the surrounding area continues to deal 
massive damage. The Baneling is a formidable 
unit against both infantry and vehicles, and its 
lethality is further reinforced by the unit's abil- 
ity to burrow underground. A seemingly safe 
expansion can quickly turn into a Baneling death- 
trap as these acid-filled rollie pollie bugs emerge 
from the ground and explode in a shower of goo. 
—Travis Moses 


SPOTTED! 
HIGH-YIELD RESOURCES 


In StarCraft Il, resource minerals that are 
yellow in color yield higher resource gains 
than blue minerals. From what we've 
seen, yellow high-yield resource clus- 
ters are located on the battlefield away 
from players' starting bases and should 
be sought after for expansion. Units that 
harvest resources from high-yield miner- 
als will gather more resources each load 
and will be a high priority target for the en- 
emy. Keep high-yield expansion bases de- 
fended and prosperous. 


зс. 


The environments іп H.A.W.X are some of the best we've seen in a flight sim. 


TOM CLANCY's Н.А W. X 


In 2012, private military companies are corrupting world crises, creating conflicts across 
the globe, and you'll have the ultimate say in how these conflicte a are resolved. 


takes place between Ghost Recon Advanced 

Warfighter 2 and EndWar, and begins with 
a mission previously portrayed in GRAW2 with 
the player in control of Black Jaguar pilot David 
Crinshaw. As the story progresses private military 
companies (PMCs) gain substantial power, even- 
tually blurring the line between potential allies 
and independent military forces. Disregard for in- 
ternational laws and unlimited access to arms has 
caused the PMCs to go rogue. 


Т he future isn’t pretty. The story in H.A.W.X 


ALTERNATE REALITY 

One thing that sets H.A.W.X. apart from other aer- 
ial combat shooters is the implementation of the 
Enhanced Reality System, or E.R.S., which will aid 
you in hectic dogfights and also give you vital intel 
on your enemies. The first thing you'll notice when 


в Developer: Ubisoft Roma 


a м Publisher: Ubisoft и Re March 


using E.R.S is that this tool allows you to issue a 
variety of orders to your flight squadron, from pro- 
viding cover fire to attacking specific enemy units. 
E.R.S. also visualizes flight patterns during dog- 
fights to help you keep track of enemy jets and 
ground units. This is shown through transparent ar- 
row formations during flight, and proves extremely 
useful when you're attempting to keep track of 
dozens of enemies on screen at once, and balanc- 
ing attacking units with enemies who may be ap- 
proaching an attack zone from out of your area. 


SATELLITE COMBAT 

Developer Ubisoft Hungary has called in satellite 
imagery giants GeoEye to provide detailed images 
for use in the expansive environments found in 
H.A.W.X For gamers this means that H.A.W.X will 
offerunparalleled detail in the varied environments 
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found in over 16 recognizable locales through the 
game, and in ourtime with the game we were hard- 
pressed to confuse one location for another. Bra- 
zil's Rio de Janeiro will not be mistaken for Cape 
Canaveral, and vice versa. This adds an extra layer 
to H.A.W.X's already detail-rich world which will be 
a thrill for fans of flight-combat sims.—Andy Burt 


Flex your DJ skills and scratch to songs by Kanye West and the Black Eyed Peas. 


SCRATCH: THE ULTIMATE 


Battle for DJ supremacy by showcasing your scratching skills on a Scratch Deck turntable controller. 


[rss | xbox seo | wii —— 


an Lehrich, the creative lead designer on 
D The Ultimate DJ, is excited to 

unveil his and 7 Studios newest project 
and talks in-depth about the robust turntable 
controller used to play the game, which famous 
music artists you'll scratch along with, and 
the differences between other music-rhythm 
games, such as Beatmania, and Scratch: The 
Ultimate DJ. 


What is Scratch: The Ultimate DJ? 

Scratch: The Ultimate DJ is a new music- 
rhythm game where the player assumes the 
role of a budding DJ honing his or her skills 
to become the best in the world. The game 
comes bundled with the Scratch Deck control- 
ler from Numark, which allows players to get 
their hands on realistic DJ gear and manipu- 
late music tracks in real time. 


How does it compare to other rhythm games 
on the market today, such as Guitar Hero, 
Rock Band, and more specifically Beatmania? 
Traditional music-rhythm gameplay is fairly 
restrictive; players are tasked with following 
along with button patterns exactly, and any 
attempt to deviate is met with crowd boos, 
weird noises, or even getting kicked off the 
stage entirely. As a classically trained mu- 
sician, 1 can certainly appreciate that part 
of making music is learning to repeat back 


complex patterns flawlessly. But some of the 
best times I’ve had making music have been 
jamming with friends—just being in the mo- 
ment and going for it and having a blast! 

To that end, we’ve been focused on infus- 
ing elements of creativity and improvisation 
into the traditional gameplay players have 
come to expect from the genre. Our basic but- 
ton-press gameplay will be instantly familiar 
to fans of the games you mentioned, but we go 
beyond that design by allowing and encourag- 
ing players to press extra buttons in between 
the on-screen patterns to add their own flare 
to the track. 

On the scratching side of things, the 
biggest difference between Scratch and 
Beatmania is that our turntable is a free-spin- 
ning analog wheel (as opposed to a sixth or 
eighth button). What | mean is, this is realis- 
tic scratching. You can move the wheel back- 
wards or forwards, slow or fast, and what you 
do is exactly what you hear. We aren't firing 
pre-recorded sound effects; we’re letting you 
directly scrub through an audio file. Essen- 
tially, the game can monitor what you're doing 
on the turntable and look for specific rhyth- 
mic patterns that we've defined as “tricks.” 
There are a wide variety of DJ tricks out there, 
and our game recognizes hundreds of differ- 
ent patterns, from the simplest scrubs of the 
wheel to the most complex of maneuvers. 


DJ 


What are the features of the turntable controller? 


The controller features a free-spinning, touch 
sensitive turntable wheel, a cross-fader, and 
5 rubberized buttons. The touch sensitivity of 
the wheel allows us to emulate more advanced 
DJ functionality. For example, you can pull 
back on the wheel to cue up a sample, hold it in 
place, and then let go to “release” the sample 
and hear it play back. 


Will the turntable controller come packaged 
with the game? Is it required to play or can a 
standard controller be used? 

Yes, the turntable controller and the game will 
be sold as a bundle. The game can be played 
with a standard gamepad, but the experience 
has been designed around the Scratch Deck, 
and | think half the fun is playing around with 
the turntable and trigger buttons. So to answer 
your question, the turntable isn't specifically 
required, but highly recommended! 


Who are some of the "top performing artists" 
that will be featured in the game for players to 
scratch along with? 

We've been able to secure music from some of 
the biggest mainstream and indie artists across 
the history of hip-hop, including Kanye West, 
Black Eyed Peas, Tech N9ne, and Eric B. & Ra- 
kim. That's just a small sampling, but I think it 
shows the range of artists we're working with. 
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Drive under the radar ог with guns blazing. Your family soldiers will stick 
their heads (and guns) out the car windows to blast nearby threats. 


THE GODFATHER |! 


A fistful of details on family bonding, extortion, and mobster pummeling. 
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T: Godfather Il is a mixed bag of goodies. 


On one hand it’s an action game and the 

other a strategy game. The action is simi- 
lar to the first game including such elements as 
hand-to-hand combat, shooting, and the ability 
to grab people, head butt, knee, or choke them 
out. This all ties into a “weakness” system ex- 
plained in a bit. 

The strategy elements are what make you feel 
like a Don. You strategize what kind of mob spe- 
cialties, such as arson, medicine, or demolitions, 
your “family” will have, how many goons will 
protect your “rackets,” and where you'll strike 
next. Many of the strategy actions can be man- 
aged from the new "Don's View" map screen, but 
picking family members with certain specialties 
is done on the streets. 


ALL IN THE FAMILY 
At the beginning of the game, Don Michael Cor- 
leone appoints you head of the New York crime 
family, and your first job is to start writing in the 
family tree with new blood. A new feature in The 
Godfather II allows you to welcome seven "made 
men" into your family. These guys will fight by your 
side throughout the game, and each have certain 
specialties that enable them to rig cars with explo- 
sives, revive fallen family members in the heat of 
battle, and burn down rackets. 

The four lowest members of your family are 
called soldiers and only have one specialty. But 


later in the game you can upgrade their skills, such 
as marksmanship and melee combat, or promote 
them to Capo rank and grant them an additional 
specialty. For example, you could have a medicthat 
is also a demolitions man. 


YOU'RE THE Boss 

After you've chosen between the first two picks— 
medic or arsonist—it's time to take over your first 
racket. A racket is a place of business owned by 
a crime lord who coerces safety in exchange for 
a little cash under the table. Being as how you're 
new to the New York crime ring, you're taking back 
businesses from another crime lord named Car- 
mine. The first racket Michael Corleone wants you 
to take back is a simple deli. 

This is extortion. You're going to walk into the 
deli, kill all the guards, and then pressure the man- 
ager into paying you instead of Carmine from now 
on. Now here's the fun part. The owner is not go- 
ing to fight back, so you can do whatever you want 
to them—smack them around a little or choke 
them until their mind is changed. However, each 
manager has a weakness, and if you exploit that 
weakness you will get an additional money bonus. 
For example, maybe the deli manager is scared of 
being choked. Then choke them to the breaking 
point for addition cash, but don't kill them. 

Congratulations, the deli is in your racket 
group. Now appoint any numbers of guards you 
wish to protect the place, but remember that 


guards cost money. It's also important to remem- 
ber that everything you just did, Carmine and 
other computer-controlled A.l. mob bosses can 
do too. 


CRIME RING LEADER 
What was just covered makes up one part of a 
larger “crime ring.” A crime ring is made up of 
multiple rackets, or businesses, and grants the 
owner special bonuses to his or her entire family. 
For instance, the first crime ring in the game con- 
sists of two rackets. When you extort the manag- 
ers of both rackets, you're entire family is buffed 
with brass knuckles. You must own all rackets in а 
crime ring to be rewarded with the bonus. 
Beware that an enemy mob boss, such as Car- 
mine, can bomb just one of you rackets within a 
crime ring and the bonus is lost until you get it 
back. Bombing is a good strategy that you can 
use, too, to take over rackets and crime rings. 
One final note on Carmine (and other mob 
bosses): take out his family soldiers and Capos 
before the final showdown at his mansion; other- 
wise they will be there waiting for you, making the 
fight longer and more difficult. To take out fam- 
ily members of opposing crime lords, do favors 
for people on the streets. They may know some- 
thing you don't, such as the locations of certain 
family members and how to make them disap- 
pear forever instead of a short trip to the hospital. 
—Travis Moses 


As you сап see, the graphics are impressive for an open-world game. Just 
look at the muscle detail on the back of Vin Diesel’s dome. 


WHEELMAN 


Look past The Fast and Furious fagade—this may be Midway's best game in years. 


fos [na 


n Wheelman, you play as undercover driver- 
Vin Diesel, who must infiltrate the crim- 

inal underworld of Barcelona. Wheelman is an 
open world game like Grand Theft Auto, but with a 
tight focus on vehicular manslaughter that allows 
you to bend the laws of physics to perform outra- 
geous car stunts. But you'll need to fill up Vin's fo- 
cus meter first. Here’s an in-depth look at two of 
Wheelman's crazier car stunts. 


BULLITT TIME 
The Cyclone is a quick 180-degree spin that flips 
your car around in reverse, which allows you to 


fire at tailgating enemies. When you perform the 
Cyclone stunt, time slows to a crawl and lets you 
line up your victims for a bullet sandwich with a 
side order of firey death. Reticules appear on tar- 
gets, such as car engines and the drivers. A full fo- 
cus meter will give you enough time to eliminate 
multiple targets in one Cyclone spin. 


The Cyclone is a useful stunt against cars 
and motorcycles. After ramming an enemy 
vehicle to the side, perform the Cyclone spin 
and shoot the adjacent car while your car 
spins around, just like a cyclone. 


HIGH Jac 

The term “Air Jack” is misleading. Vin Diesel 
can't pilot airplanes in Wheelman, so there's 
no in-flight hijacking. What you can do, how- 
ever, is Air Jack other cars by jumping from the 
hood of one vehicle to another. It sounds crazy, 
but video game physics allows for Vin Diesel’s 
pixel self to jettison into other car windows at 
60mph. The point is to treat vehicles like weap- 
ons, constantly cycling through them. 

To Air Jack another vehicle you must tailgate 
it for short period. You're ready to Air Jack when 
Vin Diesel is hanging out the driver side window. 
When you let go of the button Vin will jump to the 


other car, ejectthe driver, and take over the wheel. 
The Air Jack is an amazing stunt that's useful on 
solo "chop shop" missions, however getting an 
escort to jump from one moving car to another is 
impossible. 


RUNNING MAN 

Don't think for a second that all the tricks are out 
ofthe bag: the Cyclone and Air Jack are justtwo of 
Vin's many special moves that can be performed 
in Wheelman. There's also the Aimed Shot, vehi- 
cle melee, and on-foot combat. Unlike Stuntman, 
a similar stunt-focused driving game, you can ac- 
tually get out of the car in Wheelman and proac- 
tively take down the criminal underworld on foot. 
So get ready for over-the-top Hollywood-style 
stunts and dramatic earth-shaking explosions in 
Wheelman, which should be parallel parked on 
store shelves by the time you've read this pre- 
view.—Travis Moses 
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PREVIEWS 


m Developer: Alfa System s Publisher: Sega м Release Date: March 


loot-mongering Diablo and sticks it in the 

Phantasy Star universe for a game that's 
equal parts dungeon crawler and sci-fi adventure 
that's sure to please fans of both genres. 


S new handheld action-RPG blends the 


FUTURE PHANTASY 

For fans familiar with Phantasy Star canon, the 
story in Portable takes place between Phantasy 
Star Universe and its expansion pack, Ambition 
of the Illuminus. Players are tasked with complet- 
ing quests accessed through a large spacecraft 
known as the Colony, where much of the story 
is told. Like many RPGs, your character is the "si- 
lent" type, but choices you make in dialogue will 
ultimately change the way the story unfolds. 

The world in Portable is expansive, with the 
Colony (a massive space station) being the main 
hub, and three different planets in the outlying 
area to explore. The total areas combined for the 
planets and the Colony reach well over 100, so 
exploration in the game is going to play a huge 
part in how you play the game, and unless you're 
а hardcore action-RPG fan who blows through 


Sonic 
Blaze 


ку сг 
HP. 1047104 — 


Воду suit 
Skin color 
Proportion 
Next 
Return 


areas for hours on end, there will be plenty of op- 
portunities to check out new optional areas as you 
go along. 


RACE ТО THE FINISH 

As with Phantasy Star Universe, the player can 
design their character from one of four different 
races: Humans, Numans, Cast, or a new Beast 
race, which are particularly strong in hand-to- 
hand combat. In addition to customizing your 
character through different races, players are also 
able to utilize 10 different variables to make their 
character look as unique as they want, from ears 
and body size all the way down to hair style. 

In my hands-on time with the game, | was par- 
ticularly impressed by the massive amount of 
voice work, as 85-90 percent of the dialogue uti- 
lizes voice-overs, which isn't your typical over- 
done JRPG fare. The battles are action-packed, 
and the amount of weapons and equipment avail- 
able from loot-mongering over four distinct plan- 
ets should please fans of dungeon crawlers thirsty 
for an engaging romp in this fully realized Phan- 
tasy Star universe.—Andy Burt 
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WARHAMMER 40,000: DAWN or WAR II 


и Developer: Relic Entertainment m Publisher: THO и Release Date: Second Quarter 2009 


awn of War Il is a real-time strategy 
D: by conventional standards. The 

action is viewed from an isometric cam- 
era angle, different unit types can be combined 
to form complementary battle groups, and 
each of the four factions can have one pow- 
erful hero unit, or commander, on the battle- 
field at a time. However, Dawn of War Il strays 
away from traditional base-building construc- 
tion used in many RTS games such as StarCraft 
and Command & Conquer, and focuses more 
on unit micromanagement. 


SANS THE BASE BUILDING 

the exclusion of base building and development 
in DoWII struck me as slightly odd. Instead of 
constructing a barracks, supply depot, or vehicle 


STORMRISE 


factory, all the units and upgrades in Dawn of 
War И come out of the central command cen- 
ter. There are no other buildings that need to be 
constructed. This is why you're focused more 
on how units are managed in the heat of battle 
rather than worrying which building should be 
constructed next. You're going to get used to 
the buildingless Dawn of War Il real quick, and 
you're going to realize that it's a lot faster and 
more fun this way. 


WAR! 
Dawn of War Il’s competitive multiplayer mode 
is built for up to six players and allows for any 
combination of players and computer con- 
trolled АЛ. That means you and a friend can be 
ononeteam againstthree computer opponents 
if you want. It also allows for teams to be made 
up of any combination of the four factions— 
Space Marines, Orks, Eldar, and Tyranid. Like 
all RTS games, the factions are the heart and 
soul of the game, offering the variety and rock, 
paper, scissors strategy that RTS fans crave. 
The objective of Dawn of War II multiplayer 
is to capture and hold territory. In all the maps 
we played, there were three capture points. 
The more points you hold, the faster you win. 
How you get more units and upgrades 
is dependent on two different resources— 


Requisition and Power. Requisition and Power 
nodes must be captured before you start gain- 
ing resources. Power nodes can be upgraded 
faster to harvest more power resources. 


TiPs ОМ How TO WIN 
Unit types range from close-quarter melee 
fighters to long-range shooters to suppression 
groups. Suppression groups are the key to your 
success. With a suppression group selected, 
click and hold the right mouse button to paint 
an area for the suppression group to lay down 
heavy fire. Any enemy troops caught in this ra- 
dius cannot fire and move much more slowly. 
The best strategy to capturing nodes is to 
first move in suppression units and cover the 
node you want to capture, then follow up with 
some ground units to capture the point. Leave 
thesuppression unit atthat node in case enemies 
attempt a takeover, and build more when you're 
ready to move on and capture another point. 
There's plenty more action to be had in 
Dawn of War 11. With more gameplay details 
than we covered here, such as hero/com- 
mander units, upgrades, and unit skills, a 
robust single-player campaign, and a coop- 
erative multiplayer campaign, Dawn of War 
|| looks to be the best RTS choice in 2009. 
—Travis Moses 
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2 Developer: C 


2ative Assembly и Publisher: Sega в Release Date: 2009 


studio that is no stranger to real-time strat- 

egy games. Most notably, they have worked 
onthe best selling Total War games for PC. Storm- 
rise, however, is the company's first real-time 
strategy game on home consoles— PlayStation 
3 and Xbox 360. As with all real-time strategy 
games on home consoles, the first hurdle devel- 
opers encounter is, "How are the controls going 
to work without a mouse and keyboard?" 


C Assembly is a British development 


Whip Іт Соор 

To tackle this major obstacle, Creative Assemble 
has devised what they are calling the “Whip Se- 
lect” mechanic that enables console RTS play- 
ers to manage units as easily and quickly as PC 
RTS players. Other Whip Select names that get 
thrown around when you're playing Stormrise 
are whip it, quick whip, and even flick it, which 


is coincidentally the name of the trick mechanic 
in EA's Skate. 

Whip Select is performed by pointing the right 
thumbstick in any direction to select units on the 
battlefield. At all times your units have icons above 
their squad that signify the unit type and whether 
it's in a control group, which is a combination of 
two or more units. If a unitis off screen, its icon will 
still be visible on the corners of your television. You 
use the Whip Select mechanic to select the icons in- 
stead of individual units. And viola, that's Whip Se- 
lect in a nutshell, but you really need to play with 
the home friendly console quick-select mechanic 
to get a grip on it. 


AFRAID OF HEIGHTS? 

Another huge focus for Creative Assembly is ver- 
ticality in the level design of Stormrise. Most RTS 
games limit their battle fields to one elevation, 
occasionally raising the terrain here or there for 
height advantages. Stormrise, however, takes that 
concept to the next level, literally. 

Each level in Stormrise will have multiple 
paths you can take to flank and trick opponents. 
These paths go underground through subway 
stations and even overhead across sky bridges 
that connect 100-story buildings. It's up to you 
which path to take. Creative Assembly has built 
the levels this way with both single-player and 
multiplayer in mind. 


EPRO.COM 


Forget what you know about the controls of 
Command & Conquer on the PlayStation 3 or Xbox 
360, because Stormrise has a completely different 
approach. It’s still too early to say whether the Whip 
Select mechanic in Stormrise is the ultimate way to 
play RTS games on the home consoles, but watch- 
ing the guys at Creative Assembly play, each action 
appears fast, smooth, and easy.—Travis Moses 


Only the biggest games 
make GamePro’s monthly 
spastic info dump 


StarCraft Il 


the Wrath of the Lich King expansion pack came 

out last November (the Death Knight hero class 
kicks much ass, by the way). And it’s only got me 
more excited about Blizzard’s other big upcoming 
games, such as fj StarCraft И, which appears to be 
coming along quite nicely, staying true to the clas- 
sic real-time strategy rock, paper, scissors elements 
that the first game still thrives on today. However, | 
can’t nix the feeling that releasing the game as a tril- 
ogy in three separate campaign packages is going 
to bite Blizzard in the butt. I’m even more excited for 
H Diablo Ill. The hours I'll spend killing and looting 
will either get me fired for skipping days of work ata 
time, or a really sweet epic armor set and legendary 
axe more powerful than the Lord of Terror himself. 
El God of War Ill is still a curious case at press time. 
On one hand we have the series creator David Jaffe 
swearing up and down the graphics will blow your 


| started playing World of Warcraft again when 


God of War Ill 


mind, and on the other hand we have a trailer from 
the Spike TV Video Game Awards show with graph- 
ics that appear only slightly better than God of War 
Il. Hmm? Luckily Él Uncharted 2: Among Thieves 
looks amazing. Judging by the screenshots, there's 
no denying that Uncharted 2 will give Resident Evil 
5 a run for its money in the graphics department. 
And speaking of graphics, perhaps you've heard of 
a famous graphic novel called Watchmen? A movie 
based on the renowned comic comes out March 6th, 
and there's also a video game counterpart called 
В Watchmen: The End is Nigh. A downloadable 
game from Xbox Live and the PlayStation Network, 


° кч у 
Uncharted 2: Among Thieves 


traverse the nine circles of Hell, battling demons 
and bearing witness to callous acts of greed, lust, 
and gluttony. But for crying out loud, the main char- 
acter’s design looks simply ludicrous—like a mix 
between a medieval knight and a wannabe Kratos. 
If l'm going to stomp through the nine circles of 
Hell, then | want to play as a character that looks like 
he could handle the Devil’s playground...maybe 
an angry Danny Bonaduce with devil horns and 
a handle of Jack Daniels. E] Brütal Legend is an- 
other question mark. Jack Black's voice over for the 
main character Eddie Riggs is just, too...well, Jack 
Black. Here’s a fun fact: Eddie Riggs is named after 


For crying out loud, the main character’s design looks 


simply ludicrous. 


Watchmen is a beat-em-up style brawler where you 
and a friend play as either Night Owl or fan favorite 
Rorschach. The gameplay is fast and vicious, like 
a modern day recreation of Double Dragon. Where 
are the other Watchmen heroes, you ask? Perhaps 
we'll see them in future downloadable episodes. 
How about FI White Knight Chronicles? It's an RPG 
with enemies so massive in size that the battle situ- 
ations play out a lot like Shadow of the Colossus... 
and I'm sold. What I’m not sold on, however, are 
the following two titles, starting with.. [7 | Dante’s 
Inferno has a unique premise in that players will 


Iron Maiden's mascot Eddie the Head and the art- 
ist who created him, Derek Riggs. Brutal Legend’s 
director, Tim Schafer, has worked on some highly 
acclaimed and memorable games; Full Throttle, 
The Secret of Monkey Island, and Grim Fandango. 
So l'm still holding judgment until the final prod- 
uct comes around. How about that E] Terminator: 
Salvation movie trailer? Not bad at all. Be sure to 
check out our blowout on the upcoming Termina- 
tor Salvation game—could this be the first kickass 
modern Terminator game? We shall soon see... 
—Travis Moses 


The End is Nigh 


White Knight Chronicles 
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A This terminator Tetrapod is an original 
creation for the game. With some clever 
flanking maneuvers you сап shoot out 
its unprotected power connectors...if 


you càn negotiate the swarms of tiny 
hovering Aerostats that accompany it. 


ES | These nimble mechanized terrors are a new 
threat that John Connor didn't anticipate, 
and just one more weapon in Skynet's infi- 
nite arsenal. Though sleek in design, the Mo- 

tos pack impressive firepower. 
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| seven-foot tall brute armed with a wrist-mounted mini- 
gun. Normal firepower will only inconvenience it—to 
core a kill, you'll need to get creative. 


` A. : ë . 
# | À 
t 
и 
r 
$ 
| | \ 
1 || А 
š 4 га 
/ LE а d 
Гр 
t € 
I | \ 


GAMEPRO.com // МАВ 2009 // 49 


л 
> 
< 
E 
ü 
3 


ECAVUINESL 


This pitiful NES title was an early 
example of what proved to be a 
time-honored tradition: a great 
movie sullied by a god-awful video 
game adaptation. And no three- 
breasted hooker? For shame, Ac- 
claim, for shame. 
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The Governator is nc 
Here are the lowest 
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uke-shattered downtown 
sprawls like a beac! ed w 
corpse glowing th grec 


disuse. It’s been ove 
ment Day, when three billion hui 
a worldwide nuclear holocaust 
military intelligence called Skynet. Neai 
face of the Earth in the initial nuke ex 


metal-clad army. In the opening moments o! 
nator Salvation game, the Resistance arm 


` æ Destructible cover means that you have nowhere to hide | 
from this Hunter-Killer—keep moving, soldier! ] 
š COE и DU 


TERMINATE 
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ger to gamers, but his record is far from 
oints. 


: wi Thefirstina long line of bad Termina- 
|| tor games, this third-person shooter 
=> for the Xbox and PS2 suffered from 

awful camera controls and some 

truly hideous graphics. Kicked off a 

“lost generation” of atrocious Termi- 

nator games. 


ENEMY вас! 
Harvester: 
This colossal Harvester stands some 30 ft. 
tall. Though its true purpose is unknown, 
fans have speculated that the Harvester 
may collect survivors for transport back to 
Skynet detention camps. 


Ld 4 


- 


You won't be able to (easily) outgun Skynet's new mechanized 
monsters. But careful teamwork, 360 degree flanking, and 
heavy firepower will expose chinks in this T-7T's armor. i 
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1 MINATOR 3: REDEMPTION 
SHIN E What was billed as the "redemp- 
ed when the T3 1 , tion” of Terminator games ended up 
instead as a frustrating Grand Theft 
Auto clone. Despite the stupid-hard 
а difficulty and numerous gameplay ' 
ort four-hour play time, gamers | + bugs, Redemption came closest to 
nt this rust bucket back to the < wass providing a tolerable modern Termi- 


rap yard. ~ t ! nator game. 
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“The 600 series had rubber skin. We spot- 
ted them easy.”—Kyle Reese circa 1984. | 
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As in the upcoming Christian Bale film, Terminator Salvation's 

| vision of the future is at times radically different than the one 
depicted in the James Cameron movies. Note the overgrown 
foliage and dazzling sunlight. 


The animation is shaping up nicely; squad 
mates. will flinch away from incoming fire, and 
John Connor performs some seriously slick 
slides and cover-hopping maneuvers. 


MY PASE 


Hydrobot: 
This new Hydrobot will not 
factor into the Terminator 


Salvation game, but will be 

a key aquatic threat in the 
film—Christian Bale wrestles 2 
опе in the trailer. 


Pre lw 


NZAmCI 


The standard rapid-fire M4 Carbine and M249 machinegun are effective 
against Skynet's forces, particularly if you are able to target unarmored 
power connectors. Even better is the R870 shotgun: just like in the movies, 
pumping a terminator full of buckshot can temporarily drop him, buying 
you a few more precious seconds of existence. 


When you need to knock the stuffing out of a Т-600 model terminator, the 
M79 and MK19 grenade launchers are go-to weapons. The RPG7 excels at 
targeting airborne Hunter Killers as well. If you need to get up-close and 
personal, you'll also have access to grenades and pipebombs (Kyle Re- 
ese's explosive of choice). 


Plasma weapon technology (i.e. those cool laser rifles you remember 
from the films) hasn't been perfected in the early days of Skynet. As such, 
plasma weapons are limited to larger vehicles, not handheld weapons. 
Later in the game, you'll be able to hack and control a Skynet HK tank to 
dish out massive plasma damage. And in the meantime, you can always 
spray enemies with a deadly gatling gun. 


CONTINUED > 
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Described by the developers as a “Fran- 
kenstein’s monster” of robotics, this early 
prototype will be first seen in Terminator Sal- 
vation. The T-600 is a hulking cybernetic as- 
sassin that stands well over seven feet tall, 
much larger than later models. Less sophis- 
ticated than the T-800 models, T-600s some- 
times wear crude rubber skins in order to 
mislead Resistance fighters. Once within at- 
tack range, the T-600 relies on its brute physi- 
cal strength and arm-mounted Gatling gun to 
kill and kill and kill. T-600s will be a powerful 
foe in the Terminator Salvation game, requir- 
ing persistence and frequent exploitation of 
environmental hazards. 


E is 
т-н 


First seen in Terminator 3: Rise of the Ма- 
chines, the T-X is described by John Connor 
as an “anti-terminator terminator.” The T-X 
comes equipped with a liquid metal skin for 
mimicry, plus an arsenal of integrated fire- 
power: arm-mounted plasma guns, flame- 
throwers, and nanobots that enslave other 
robotic devices. The T-X is not likely to appear 
in Terminator Salvation—according to the of- 
ficial timeline, it is created many years later. 
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The iconic Terminator model portrayed by 
Arnold Schwarzenegger in the first two 
films. Underneath the lab-grown flesh hides 
a robotic killer—the nigh-invincible endo- 
skeleton, itself an improved version of the 
cruder T-600. Compared to its predecessor, 
the T-800's key innovation lies in its neural 
network CPU, "a learning computer," which 
grants the terminator its trademark curiosity 
and, presumably, its penchant for impecca- 
ble one-liners. Terminator 3and the TV show 
Terminator: The Sarah Connor Chronicles 
introduced the T-850 and T-888 models, re- 
spectively, which are stronger, tougher, and 
smarter than the stock T-800s. 


E Eolololololo] 
T-LESSSSS 


This massive spiderlike shapeshifter only ap- 
peared in the Universal Studios theme park 
attraction T2 3D: Battle Across Time as a 
guardian for Skynet's central system core. 
The T-1000000 looks cool—like a hundred 
T-1000s globbed together— but it is unlikely 
to appear in the Terminator Salvation game. 
What a pity! 


Skynet dispatched this prototype infiltrator 
in order to kill a prepubescent John Connor 
in Terminator 2: Judgment Day. This liquid- 
metal assassin can assume the form of al- 
most anything it touches, including weapons 
such as knives and other stabby objects. The 
T-1000s probably won't appear in Terminator 
Salvation, as Skynet hasn't dreamt them up 
yet. But hey, in a sci-fi universe where time 
travel is a frequent plot device, we say any- 
thing is possible. 


Sid Shuman clearly 
remembers watching 
Terminator 2: Judg- 
ment Day on opening 
day at the tender age 
of 12, and bursting into 
tears when Arnie low- 
ered himself into the 
molten iron. You know, 
that's a really embar- 
rassing memory... 


Email Sid at: sid. shumanGgamepro.com 
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God of War's ash-fleshed antihero jumps to the PS3. 


of War Ill, but does this mean Kratos's reign of blood- 

shed is over for good? According to Sony, the bald 
deity's first foray on the PlayStation 3 will also be his last 
as they refer to the next God of War game as “the last in- 
stallment.” Even Kratos himself explosively remarks that 
“everything must come to an end” in the trailer revealed at 
the Spike VGAs. But this is hardly the first time such a bold 
statement has been issued by a game company announc- 
ing the alleged termination of their blockbuster franchise 
(Konami made the same claim with each of the Metal Gear 
Solid sequels). Unless God of War III tanks, expect to see 
Kratos ravaging enemies for quite some time. 

God of War Ill picks up right where God of War II left 
off, with an enraged Kratos riding on the back of the be- 
hemoth-sized Gaia as she scales the rocky Mount Olym- 
pus which surrounds Zeus's temple, creating tremors that 
rattle the building causing pillars and slabs of stone to rain 
down on the heads of Zeus and his lesser god cronies. But 
if you remember this epic cinematic, the God of War is not 
alone as several hulking titans are also rushing the temple 
to commence the war between the titans and the gods. 


What We know 


The next chapter in the God of War series will undoubtedly 
lead into round two between Kratos and his father Zeus at 
some point in the game, but you can also expect to battle 
the lesser gods as well. Hermes, with his hair of flames; Ha- 
des, heavily clad in spiked gladiatorial armor; Helios, god 
of the sun and bringer of light; and sea god Poseidon are 
all eagerly awaiting Kratos’ arrival before “the end begins” 


T he God of War trilogy will come to an end with God 


Once again, Kratos's enemies are as numerous as they are creepy. 
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flashes across the screen at the end of God of War l. That's 
at least five boss battles in God of War III right there. 

God of War III will likely explain why there are no more 
Greek gods, and while nothing is confirmed officially, their 
extinction is more than likely due to the fact that Kratos 
will tear them apart one by one during the game, which is 
verified to be four times as large as God of War Il for PS2. 
That's a lot of space to fill, and with the tradition of the God 
of War games being made up of numerous massive boss 
fights, this makes sense. A new enemy type has also been 
shown, a menacing centaur that wields a big spear with a 
morning star attached to its tip. 

In addition to allowing you to commit mass deicide, 
God of War II will also be centered on the destruction of 
Olympus at the hands of Kratos. The E3 2008 trailer, which 
was the world's first glimpse at any God of War Ill foot- 
age, displayed the land that surrounds Olympus engulfed 
in flames, later revealing Kratos standing atop the ruinous 
destruction of Zeus's temple. 

Aside from the game's premise and some of its key en- 
emies, we also know that God of War III will feature a ro- 
bust weapon system. God of War | doubled the number of 
weapons available in the original game (God of War only 
gave you the Blades of Chaos and the Blade of Artemis), 
going from two to four weapons at your disposal. With that 
information in mind, it's conceivable that the new God of 
War could introduce more than four weapons that can be 
upgraded in a way that's more elaborate than in the previ- 
ous games where you simply assigned red orbs to weap- 
ons to increase their overall damage and the number of 
moves you could perform with them. 


Arguably the biggest detail to emerge regard- 
ing God of War Ill's combat system is one of the 
new weapons Kratos brandishes in the upcom- 
ing game, which are somewhat reminiscent of 
the huge metallic fist dubbed the Gauntlet of Zeus 
from Kratos’s PSP blood-drenched adventure, 
God of War: Chains of Olympus. In God of War 
lll, Kratos wields dual snarling lion heads, one on 
each arm, which he appears to cock in a recent 
trailer as if he were reloading them. 


What We Dont Know 


Will Kratos perish at the conclusion of God of 
War Ш? Who's to say he won't die in some sense, 
which would explain why in the trailers the words 
“the end" are being thrown around like beads at 
Mardi Gras. If Kratos died, he could finally be at 
peace by reuniting with his wife and child (that 
is, if he manages to escape the fiery clutches of 
Hades). But we really won't know until we play 
the game. 


We haven't seen enough of the game and 
gameplay to know if it will mesh well with the first 
two. There are three things that no God of War 
game is complete without: savagely gruesome 
mutilation finishers; epic cinematics interspersed 
with gameplay; and a sex mini-game. God of War 
Ill, you'd better have all three. 


батергоз Prediction: 


There hasn't been a God of War game to date 
that has disappointed fans (even the PSP and 
mobile God of War games kick a tremendous 
amount of ass), and you can bet that God of 
War Ill is going to be as the game director 
Stig Asmussen states, everything you've 
“been eagerly waiting for, and much more." 


The "Lionhead Gauntlets" could be the most bizarre weapon 
in any God of War game. And that's saying something... 


Our first glimpse at in-game Kratos ain't 
looking too bad at all. 


^Online co-op is definitely needed to push the game more for re- 
play value. | wouldn't even care if it was just a palette-swapped 
Kratos." —billyb77 


“Start the game off just like God of War IL, with another giant boss 
battle right away." — Gamer6065 


"More boobs."—Santa Claus 
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@ $% The Chief is out, the Rookie is in. 


rapped in the middle of a Covenant civil war, the Master Chief rushes to 
track the Prophet of Truth and escape High Charity. Far below, the Arbiter 
г storms Delta Halo's Library, desperate to stop Tartarus before the ring can 
be activated. But what of the battle at home? What of Earth, and the cities that 
have fallen beneath the Covenant onslaught? What of New Mombasa? 

It's time we found out. The first, and likely the only, standalone "expan- 
sion" to the universe, Halo 3: ODST doesn't star the Master Chief. It's the story 
ofthe Rookie, an Orbital Drop Shock Trooper who's crash-landed in the middle 
of New Mombasa with a single, simple mission: to discover the fate of his lost 
squad. It's fan service Bungie-style, through and through, but we don't mind. 
ODST looks awesome. 


What We Know 


The Rookie’s story both is and isn't a Halo game. Well, okay, it’s Halo, but 
there's more than a new protagonist setting it apart: ODST's world is wide 
open and very deadly. The Rookie's no Master Chief, so he's got to be careful 
picking his battles. That doesn't make it a stealth game, of course, and it sure 
isn't Grand Theft Auto, but there's no linear path to follow, and going in guns 
blazing won't get you very far. Instead, you'll be cautiously guided through 
New Mombasa by a lovable maintenance АЈ. called the Superintendant. 

The story's not some grand space-opera, either. This time around, things 
stay intimate. Whenever the Rookie comes across a location with some tie 
to his squad's fate, the game triggers a playable flashback sequence from a 
squadmate's perspective, which you'll have to fight through before continu- 
ing on. It may sound a bit disconnected, but those sequences will serve as lin- 
ear anchors to an otherwise open game. 


What We don't Know 


Okay, all that about the story not being some space-opera? That may not be 
entirely true. Bungie's storytelling has astounded us before, and we expect to 
see ODST contribute a lot to the greater Halo mythos. It may ship with some 
new map packs and guarantee you the Recon multiplayer armor, but it is, first 
and foremost, a new campaign. Knowing Bungie, what we think we know 
about its story is just the tip of one freakishly huge iceberg. 


GamePro’s Prediction: 


You can count on ODST being one hell of a last hurrah for the world’s 

biggest shooter. 

1. Don’t expect big changes to multiplayer. 
Changing Halo's perfect online formula isn't something we'd bet on 
Bungie doing. New maps? Sure. New gametypes? Not so much. 

2. It might spawn a new franchise, but we wouldn't count on it. 
Bungie's working on bigger and better things; ODST is just one last 
gift to the Halo 3 fans of the world. 


Where we left oj]... $1119 ы. 


While we received another dose of cake via the 


The Rookie may be his own man, but he has enough 
of a Master Chief-y vibe for fans to take to him. 


Halo 3 Still Alivemap pack, Portal 2 hasn'tshown upon 
Amidst the Covenant's Earthside assault during Halo 2, a slip- " our radars yet. We know the game i ming— 
space jump inside the human capital of New Mombasa, Africa " à Valve's confirmed that much. However, the 
unexpectedly transports Master Chief to a ringworld called š ~ xx company likes to take its time when it M 
"Delta Halo" (he destroyed the first ringworld in Halo 1) where P. d Z to esteemed franchises. (How long did we 
he battles an outbreak of the The Flood infection. Halo 3 sees wait for Half-Life 2 again?) Multiplayer is bein 

Master Chief returning just as the Covenant seizes power. Halo Considered, though Valve is iffy onthe эйр 
3: ODST will chronicle the events that occurred between Halo ў Опе thing we're pretty sure of is that Aperture 
2 and Halo 3, shedding new light on the Covenant's invasion of Š a Science CEO Cave Johnson will play а pai in 


Earth while Master Chief parties down on the Delta Halo. 1 E the sequel, since his role is reportedly being 


cast. GLaDOS better be there, too. 
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char tea 2: 
nong Thieves 


Drake's fortune will grow in this expansive quest for expensive treasure. 


high expectations. His developer, Naughty 

Dog, had a near perfect track record, creating 
two ofthe most acclaimed adventure-platforming 
series of all time—Crash Bandicoot and Jack and 
Daxter. With Lara Croft's perch atop the genre un- 
steady, Uncharted had a serious chance at domi- 
nance. Like so many potential blockbusters Sony 
has published, Uncharted was good fun, but ulti- 
mately a few tweaks a way from total perfection. 
With Nathan Drake returning in an all-new adven- 
ture this year, the adventurer and his developer 
look to correct the few slight mistakes that kept 
them from claiming the ultimate treasure—the 
platforming crown. 


What We know 


Having weathered an /ndiana Jones-esqué romp 
through the jungle in his first outing, Nathan 
Drake's second search for treasure looks to be a lit- 
tle bit rougher. The game was revealed to the pub- 
lic via two teaser trailers featuring the protagonist 
in some prickly predicaments. The first featured 
Drake in a freezing tundra, suffering the effects as 
he cursed fortune and tried to claim an elusive trea- 
sure. The second showed a bloody Drake awaken- 
ing in a derailed train, perilously hanging off the 
side of a cliff. Falling from his seat onto a railing on 
the outside of the train, Drake once again ends up 
in a less than advantageous position. 

Why is Drake sticking his neck out once again? 
Another treasure beckons, and this one’s a doozy. 
This time around, he’s in search of treasures left 


fis" Drake made his way to the PS3 with 


GamePro.com users sound off 
on Uncharted 2: Among Thieves 


in the wake of Marco Polo's ill-fated travels. The 
famed explorer left Asia with a fleet full of trea- 
sure and returned home with only one ship; Drake 
sets out to find the missing treasure and if the ti- 
tle's any indication, he's got some competition. 

Itlooks like the locales will be alot more varied 
this time around. We've seen Drake's new adven- 
ture take him to snowy arctic terrain and a moun- 
tainous area where his untimely train ride ends. 
The screenshots accompanying this article show 
him in a war-torn temperate region. According to 
the developers, Drake's movelist will vary based 
on where you are. A fight in hip-deep snow isn't 
going to unfold in the same way as it is in a city 
and we're excitedly curious to see the different 
ways Drake will kick butt. 


What We Don't know 


We haven't been able to scope out much of what 
Uncharted 2's gamplay will entail. We're sure it'll 
be similar to the solid original, but his new contex- 
tual moves are a bit of a mystery. We're also won- 
dering if any other friends or foes from the first 
game will reappear. We know there will be a new 
female ally, but we hope we can see more of Elena, 
the spunky reporter following Nathan in his origi- 
nal adventure. 


"More guns and a longer story would be great. Also co-op and online multiplayer." —Superboy125 


“Something else to do besides run—shoot—platforming section—run—shoot. The game got way too 
repetitive. It works with some games, but this just got boring. | mean, come on, they had an entire jun- 


gle to play with!" —Trump89 


"Maybe unlockable guns the second time around. Bow and arrows, maybe a molotov grenade. Run- 
ning around old catacombs with AK's and M4's didn't present the best vibe. However the gunplay is 


just fine, don't change that." —Splitphilly 


Game?ros Prediction: 


Naughty Dog may be old, but they've got 

plenty of new tricks in store for this game. 

1. Uncharted 2: Among Thieves will be 

among 2009's best. 
The original Uncharted was just a few 
tweaks away from greatness. With the 
additions Naughty Dog is promising, it 
looks like this game has what it takes to 
be among the year's best. 

2. Drake's getting a darker demeanor. 
The original had the sort of lighthearted 
adventure you'd see in an /ndiana Jones 
movie. This time around, it looks like 
Drake's going to have it a little tougher. 
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Square Enix erases the line between CG and gameplay. 


with it new worlds and characters, tied together by breathtaking music, stunning cinematogra- 

phy, and unparalleled gameplay. With Final Fantasy XIII, though, Square Enix is being even bolder 
than usual. They're working on something that could rival, and perhaps even surpass, the now-legend- 
ary Final Fantasy VII. From the looks of it, they're succeeding: this one may be a game for the ages. 


What We Know 


FFXIII takes the franchise far into the future, to the planet Pulse and its moon-like artificial satellite. 
Driven by the Crystals to construct the shell-world of Cocoon centuries earlier, humanity has grown to 
rely on their floating paradise and fear Pulse's untamed wilderness. Now, a woman called Lightning 
has been selected by a Crystal to rebel against her own people. Lightning is the real connection be- 
tween FFXIII and FFVII. Specifically designed as a sort of female complement to Cloud Strife, she pos- 
sesses many of the same traits as the iconic FFVII hero. Although she has a little bit more of an arsenal 
to bring to bear on her enemies than Cloud ever did (thanks to her gravity-manipulating gunblade), 
controlling her should still feel comfortable, since FFXIII's combat system is an extension of the Active 
Time Battle system used in FFVII. You'll be able to queue up Lightning's chain attacks in real-time, or 
“overclock” her into slow-motion to execute power attacks and exploit hazards in the environment. 
And damn, if that environment isn't something else. Square Enix promised that FFXIII's in-game 
visuals would match its pre-rendered scenes, and they weren't lying: everything we've ever wanted to 
see on next-generation consoles is here, and on the Xbox 360, to boot. 


What We don't Know 


It's true, we've seen lots of spectacular video of both pre-rendered and in- 
game visuals, but we've only caught glimpses of the combat system. Given the 
potential for gravity manipulation and ranged attacks that decimate just about 
everything in view, we really can't wait to sit down with a controller and get а 
feel for how the newly-revamped АТВ system works. Until then, we'll just have 
to sate our lust with the promise of a release sometime this year. 


t or 22 years, Final Fantasy has defined the Japanese RPG. Every new game in the series brings 


батеЁгоз Prediction: 


We'll laugh, we'll cry, and we'll play. It's finally time for Advent Children 
to step aside. 
1. Lucky 13 will be the biggest Final Fantasy game, ever. 
Even Square Enix is betting on it: they're already working on two 
parallel games, one for the PSP, the other for the PS3. 


2. It should be out before the year is up. 
Square isn't a fan of release dates and delays are to be expected, but 
2009 should still see a lot of very, very happy fans. 


What fans Want 
GamePro.com users sound off 
on Final Fantasy XIII 


“| want an interesting combat system and a story that doesn’t 
disappoint, characters and summons that offer variety, and a really 
long play time. Like a 100-plus hour minimum, with lots of great side 
quests.” xior Or Ш 


"| wanna see an antagonistic storyline where the main character is 
trying to bring balance to the world by going after the warriors of 
light." s Earl Cash 


"| want to see a teaser for a ЕРУП remake come with the game."—Banjo 


UON T) 


Wolva is another woman to be reckoned with in this new adventure. 


P 


PIA: 


The Legend of Zelda XV 


In response to a mascotless 2008, 
Nintendotookalotofflakforletting 
its greatest adventurer go unseen. 
In recent interviews, Nintendo 
developer Shigeru Miyamoto has 
told the press that a new Zelda is 
in development, its team mem- 
bers having completed work on 
projects like Wii Fit and Wii Music. 


The time in between console Zel- 
da titles is typically between two 
and four years, so we're guessing 
Nintendo is going to have a knock- 
out trailer for us come ЕЗ time this 
July. As the fifteenth original Zelda 
title (15!), it's bound to be epic. 


The Lords of Hell returneth. 


tis a world not like ours. Diablo Iil’s Sanctu- 
|= is a place of necromancy and sorcery and 

an endless war between the High Heavens 
and the Burning Hells. Twice before, we com- 
bated the demon-lords of the underworld, find- 
ing victory against the Lord of Hate, his brother 
the Lord of Destruction, and of course, Diablo. 
But the sky has opened. The ground that bore 
the Lord of Terror smolders once again. 

Well, it's about damn time. Almost a de- 
cade has passed since Diablo Il was released, 
and no game since has melded hack-and- 
slash and role playing quite as well. Finally, 
this sequel looks to claim dominion over all 
the Diablo-clones in the land. 


What We Know 


Aside from how freakin’ sweet Diablo III's new 
3D engine is, most of what we know about the 
game so far comes down to two things: classes 
and skills. Of the seven playable classes in Dia- 
blo ll, only the Barbarian will be returning in the 
sequel. The Necromancer has been replaced by 
the crowd-controlling, locust-spewing Witch 
Doctor, and the Sorceress has been reborn as а 
teleporting Wizard that hurls magic missiles. 
As for skill trees, their core structure won't 
be changing much, but individual skills will be 
much more customizable this time around, 
thanks to new, hot-swappable skill runes. 
Runes will have different effects on differ- 
ent spells: a multistrike rune could make your 
Wizard's teleport spell spawn shadow copies 
of herself, or cause your Witch Doctor's flame 
Skull spell bouncealong the ground. And, since 
you can move the runes around whenever you 


on Diablo III 


"I'd like to see runes make a comeback. Let the shops зе the basic ones, and 
then have the more rare ones drop...have them play a more important role 
than they did in Diablo ЇЇ: Lord of Destruction. Epic boss fights are a must; 
though from the gameplay videos I’ve seen, it doesn't look like that will be 


much of an issue. 


"| know the Paladin class will not return because Blizzard already said the 
barbis the only returning class, but something like a battle mage class would 
be cool—using magic to enhance their fighting skills." —dia 


“| would like to know if they will have sets like they had in Diablo 2 as well as 
a clean pvp system like Diablo Il with no one hit К.О. moves. 
“Га really like if experience system and ability sheet system will be the 


same as Diablo II with the ladder of skills.” 


want, switching things up isn't a problem any- 
more. Those that crave change can even re- 
spec their entire skill trees on a whim. 


What We Don't Know 


Ah, where to begin. Is the Lord of Terror him- 
self really back? What are the game's last two 
playable classes? What sorts of bottom-of- 
the-tree skills can we expect to see? Where in 
Sanctuary will we be going, aside from Tris- 
tram and Caldeum? What sorts of changes 
can we expect to see on Battle.net? Will there 
be a cow level? We can't help but ask our- 
selves such questions over and over again as 
the interminable wait slowly drives us mad. 
At least it's Blizzard we're waiting on: we can 
be darned sure any delays will be worth it. 


Game?ros Prediction: 


Diablo Ill will be crowned the new king of 
action-RPGs—for now. 


1. The gameplay needs to be perfect. 
Diablo Il is still thriving a decade 
later. If its sequel's gameplay 
doesn't match up, Blizzard's repu- 
tation will disappear overnight. 

2. It's multiplayer or bust. 

As amazing as its single-player ex- 
perience may end up, Diablo III's 
success rides on its co-op play. 
Battle.net had better be ready to 
go by release. 


Mass Effect 2 


One down, one to go. Bioware's 
done with their dalliance with 
Sega, unleashing a decent Sonic 
the Hedgehog-based RPG on 
the world. The company has a 
hardcore RPG called Dragon Age: 
Origins in the works, but after 
that, Mass Effect is ready to be 
sequelized. You may think you're 
ready, but you better check that 
save file, as developers have 
Stated that your stats and actions 
will carry over to the next chapter. 

Let someone die during the story, 

and they're gone for good, while 

your more humane friends enjoy 

their company. Either way, we're 

guessing neither of you have to 
suffer through those unbearable 
elevator load sequences. 
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neh-Out!! 


Little Mac laces the gloves for another fun fight. 


What We Know 


The long-awaited return of Punch-Out!! to Nintendo consoles will come with 
a cavalcade of familiar characters. In fact, the trailer alone features just as 
many returning NES characters as all of Super Punch-Out!!, and we can as- 
sume that future looks at the game will provide even more classic charac- 
ters. The game seems to be following the basic rules of the NES title instead 
of its SNES sequel—the fight will be divided into rounds, Little Mac will need 
hearts to throw punches and stars for uppercuts. 


What We don't Know 


With the strict adherence seen thus far to the first console Punch-Out!!, we 
wonder if the second game will get any love. Will any of the boxers seen in 
Super Punch-Out!! make an appearance? Will there be any vocal dialogue 
from the boxers? Will there be time trials? Most importantly, will the game 
feature standard controls for the highest level of precision? Nintendo's con- 
firmed motion control, but they haven't stated anything in regards to alter- 
native controls. 


The look of Punch-Out!! is very similar to its NES © 
granpappy. The gameplay...we're still not sure of. 


GamePro.com users sound off 
on Punch-Out!! 


Game?ros Prediction: 


Punch-Out!! will cater to all people. For fans of Super-Punch Out!!, a "It would be nice if we can have our Mii's fight against the A.I. opponents and 
few of its classic characters will make an appearance. For hardcore be able to unlock the older Punch-Out games."—fatface 
control purists, standard controls will allow fans of the series thus far “Leveling system to power up your attacks, defense, and special moves.” 
fee playing the way they remember. 2VoiesOfReason: 

ср 


More Heroes: 
lesperate Struggle 


Travis Tol chdown returns to kick more ass and take more lives. 


What We know 
Where we left off... 


We know Travis Touchdown will still play a major role—we're assuming his prominent 
role in what we've seen of the game thus far translates to the fact that he's still the game's 
protagonist. He's still using the Lightsaber-esqué Beam Katana, though it seems to be 
slightly modified from the original game. The game will feature the same style of outland- 


No More Heroes 


The original game's premise was Tra- 
vis Touchdown's quest to reach the 
number one rank of the United Assas- 
sins Association. During the course of 
the game, however, he realizes that the 
association was a front in order for the 
promoter, to bilk him out of some cash, 
while also allowing him to take revenge 
onthe woman who killed his father. The 
"real ending" also revealed that one of 
his more elusive enemies was his twin 
brother, who's married to the woman 
orchestrating the con. Even though the 
game ended with them fighting, we're 
guessing this guy will be on Travis's 
side next time we see him, helping Tra- 
vis extract revenge. 
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ish enemies, if the previously-shown jetpack-clad woman is indeed a foe for our hero. 


What We don't Know 


The structure of the game is still a mystery to us— will Travis still have to earn money to 
tackle the main stages via tedious side-missions? The debut trailer showed Travis with 
a much higher level of notoriety, so hopefully he'll be engaging in more important mat- 
ters than pumping gas and collecting coconuts. We're also wondering what Travis's 
motivation is this time around, as the first game ended with our hero's quest in a very 
ambiguous place. The gameplay hasn't been revealed much, so we're not sure what (if 
any) moves will be added to Travis's already impressive repertoire. 


Game?ros Prediction: 


No More Heroes: Desperate Struggle will cut the fat of the first, with a meaty story 
to play through. Travis's second quest will feature an unlikely ally and a crazy new 
quest, but fans of the first game already know that. 


but surely, this dream is taking form. : 


What We Know 


Anticipating the sequel to Bioshock, we've speculated on some possible themes that we might 
expect to find in Sea of Dreams. The latest teaser trailer hints at the resurfacing of the failed 
paradise, with a sole survivor: Little Sister as the protagonist, overlooking the vast sea with 
Rapture covered in barnacles. 


What We Don't Know 


It's unclear at which point the sequel to this story takes place, but this event could also be a 

prequel to the events prior to Jack’s crash landing, possibly involving an aspect of time travel GamePro.com users sound off 
or alternate future based on one of the various endings. Another theory that we can surmise— on Bio Shock 2: Sea of Dreams 
based on the rising replica of Rapture—may be intepreted as a continuation of the dystopian 
society by means of Fontaine or Ryan's biological daughter, who seeks to carry on her father's 
legacy and idealistic dream of a perfect society. The remaining survivors of Rapture, isolated 
and brain-washed throughout years of oppression, knowing little else of the outside world, will- 
ingly surrender their freedom to become loyal followers and inhabitants of the new Rapture. 


^| would love to see some online multiplayer. Playing 
as other folks with plasmids, you can search around the 
maps finding different power-ups and weapons to use 


GamePros Preaic tion: against your opponents.” —Fatface 


“It'd be interesting if this time around, we control the adult 
Bioshock 2 will be completely different, yet feel the same. The setting of what we've seen Little Sister as the main character." —Daywalker2K3 
so far seems like a surface-based adventure featuring an empowered female protagonist. 


3 Ë x “А teleporting plasma, and the ability to play the game in 
It's still got that creepy dystopian vibe, however. 


a different mode as a Big Daddy." —Fastthumbs227 


sassins Creed • 


Can the future be seen by revisiting the past? 


What We know 


We know that Assassin’s Creed took place in September of 2012 and the end-game scrib- 
bles of hidden eagle-eyed text reference the Mayan calendar date of 13.0.0.0.0, which is 
December 21, 2012—the end of the world according to Mayan lore. Further speculation 
leads us to believe that since Assassin's Creed was produced by Jade Raymond, Ubi- ` 
soft's upcoming game | Am Alive could be closely tied to Assassin's Creed. In the one 
trailer released for | Am Alive, a massive earthquake rocks a major metropolis, leaving 
water in scarce supply. “The Earthquake,” written in Arabic, can also be seen in the mys- 
terious text at the end of Assassin's Creed, and is the title of a chapter in the Ou'ran that 
talks about Judgment day. Could these cryptic revelations be linked to Assassin's Creed 
2's plot? GamePro's Magic 8 Ball says "The future is hazy, try again later." 


i>: ак Г К pf É M bL k 
í 2 What We dont Know 
Where (00 le 1 0 There are a lot of things we don't know. Is the Altair storyline finished to the point where 
í оса he will not make an appearance in Assassin's Creed 2? Will Desmond be the main char- 


acter this time around or will we tap into another potentially historically important per- 


END 
Assassin's Creed 2 son? Will any of the characters from the first game be in Assassin's Creed 2? There are 
Desmond awakes from the recall Animus machine after com- too many questions and absolutely zero answers. We don't even know how the game 
pleting Altair's memory of nine key assassinations and learns plays and if it will keep the same unusual controls of the first title. 


that Abstergo Industries is already en route to the locations 

discovered.by the "Piece of Eden" to recover additional arti- @ P d P i 1 ^ 

facts. No longer any use to Abstergo Industries, Desmond is to T ame то 8 redie tion: 

be silenced, but is saved by a researcher (and fellow assassin) 

named Lucy Stillman. Looking around the room in eagle vision The free-running, climb anything gameplay in Assassin's Creed 2 will be better 
also reveals hidden messages scrawled across the walls and than the first game, and the story will be set in modern times. 


floors, many portending the end of the world. 
GAMEPRO.com // Mar 2009. // 6 7 
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САМЕ ОЕ ТНЕ МОМТН 


KILLZONE 2 


Even though the holiday months are over, the triple-A hits just keep on coming. Pity poor reviews 
editor Tae K. Kim who was looking forward to taking advantage of the post-holiday lull. He had his 
hammock set up, his frozen daiquiri machine plugged in and his kiddie pool ready to be filled with 
water. But he’s had to put his little office vacation on hold to deal with the amazing titles that came 
in for review this month. He doesn’t mind though—who needs a vacation when you have games 
this good sitting around the office? 


This month, not only did we receive the sublime Street Fighter IV, we also got our hands on the 
spooktastic shooter, F.E.A.R. 2, EA's Skate 2 and the utterly charming LocoRoco 2 for the PSP. 
Then came the 800-pound gorilla of this month's review section, Killzone 2. The follow-up to the 
underrated PS2 classic blew us away with its intense single-player mode, it's deep and satisfying 
multiplayer mode, and its incredible, "sure to please the fanboys" graphics. That's why we're 
awarding it Game of the Month honors as well as our Editors' Choice Award. If you own a PS3, go 
buy the game; you won't be disappointed. 


Also, be sure to join us next month for even more reviews of amazing titles. With games like 
Resident Evil 5, Halo Wars, and StarCraft Il on the horizon, we'll have plenty to talk about in the 
coming months. Unfortunately, this means Tae will have to leave his cabana clothes in the attic but 
no one in the GamePro office is complaining—he looks pretty ridiculous in khaki shorts. 


GAME REVIEWS: 


The Chase: Felix Meets Felicity (DS).. T Moon (DS) 


Creative Vado HD (GP Labs) ie Prinny: Can | Really Be the Hero? (PSP). 
F.E.A.R. 2: Project Origin (PS3, Xbox 360)... zi Psyclone TouchCharge (GP Labs 
Killzone 2 (PS3) Skate 2 (PS3, Xbox 360). 

LocoRoco 2 (PSP)... > Street Fighter IV (PS3, Xbox 360) 
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It's one о those million dollar ideas that you can't believe you didn't 
think of first: take a sleeping bag and turn it into a wearable suit— 
what you're left with is a ridiculously awesome accessory that every 
gamer needs to own. Okay, it looks sort of goofy and it’s not exactly 
going to impress the ladies but the Selk Bag is warm, comfortable 
and best of all, it has zippered openings in the sleeves so your hands 
can poke out, meaning you can stay warm and still hold onto your 
game controllers. It's far more effective at keeping you warm than 
an ordinary blanket or sleeping bag could ever hope to be and it 
won't interfere with your gaming. 

Seriously, | took our test unit home and wore it so much that 
| was sure my body was going to meld with it. It's a little baggy 
and hard to move around in, and you have to take it off to go to the 
bathroom (there's no crotch zipper but that's probably a good thing) 
but besides that, | have no complaints. The price is a little steep but 
with electricity and heating oil costs soaring, the Selk Bag is the 
perfect way to stay toasty warm while you sit around the house 
playing video games. Best of all, since it is a sleeping bag, you can 
take it with you on road trips and to conventions like Blizzcon, E3, E 
For All, PAX, and Comic-Con.—Tae К. Kim 


PRICE: $169; lippioutdoor.com P - SEO adu dig 


GamePro Score: 


GAMEPRO's RATING SCALE 


Behind the Stars 


The best of the best. If you don't own this game, you should. 
Think Halo, Zelda, Resident Evil, and Metal Gear Solid. 


4.5 to5 Stars 


lr * Highly enjoyable, but falls short of true greatness. 
` The Fight Nights and Tony Hawks of the world. 


3.5to 4 Stars 


Л 
№ Approach with саи оп —гу before you buy. Enter the Matrix 
` and the Dynasty Warriors games fall squarely in this category. 


2.5 to 3 Stars 


\ r * * * Should come with a sticker: "Warning, contains poisonous 


amounts of suckage." Remember Backyard Wrestling? Games that score тҮҮ or 


M 1.5 to 2 Stars higher are awarded our coveted 
x: Editors' Choice Award. 


у ` ж À. d a absolute insult to humanity. 


Kill it with fire and holy water. 


Oto 1 Star 


REVIEWS 


Your enemies fight dirty in Killzone 2 and turning 
your back on them can result in a back full of lead. 


KILLZONE 2 


A PS3 shooter good enough to turn Master Chief green with envy. 


GAMEPRO 


IERA, 
EDITORS: 


illa Games м Publisher: Sony 


Imost four years have passed since Sony 
A first unveiled Killzone 2, their vastly 

darker answer to the Halo franchise. In 
gaming terms, four years is an eternity, but Gue- 
rilla Games’ gritty shooter is finally here with a 
kickass experience that more than rewards us for 
our patience. Killzone 2, with its face-meltingly 
intense campaign and robust multiplayer, ex- 
ceeds the expectations set forth by the original 
game and the tremendously ambitious ЕЗ 2005 


trailer. It’s still early, but this one already reeks of 
shooter of the year. 


History 101 

When the first Killzone was released on the PS2 
back in 2004, it failed to make much of a splash 
in the first-person shooter genre, despite being 
considered somewhat of a cult hit. The game was 
originally hyped up to be a "Halo-killer," which 
didn't help the critical response it received when 


The foul-mouthed, bandana-sporting Shawn Natko may look like 
just a filthy vagrant, but he's one tough S.O.B. on the battlefield. 


it turned out to be nothing more than a mediocre 
console FPS hardly capable of squashing games 
like Turok or Red Faction, much less the 800- 
pound gorilla, Halo. The biggest reason some 
gamers, myself included, loved the original Kill- 
zone was for its deeply satisfying multiplayer, but 
you can't sell half a game right? 

Thankfully, the Amsterdam-based team behind 
Killzone didn’t just learn from the shortcomings 
of their first game, they started from the ground 
up with Killzone 2, salvaging only the essentials 
from the first game (though, they did leave out a 
couple of my favorite weapons like the PUP gre- 
nade pistol). Few developers put as much blood, 
sweat and tears into crafting their multiplayer 
and single-player modes as Guerrilla did with Kill- 
zone 2. While the first game only delivered a solid 
multiplayer experience with a somewhat half- 
assed campaign mode attached to it, Killzone 2 is 
almost two games in one with equally fulfilling sin- 
gle and multiplayer modes. 


А Сото DAY IN HELGHAN 

Arguably the most interesting aspect of the Killzone 
universe is your gas-masked fascist aggressors, the 
Helghast. Killzone 2 is well aware of the appeal of its 
Darth Vader-esqué enemies as the game takes place 
on the Helghast’s wretched home planet, Helghan. 
Just about everything you see in this post-apoca- 
lyptic world in dripping with death and bleakness, 
from the crumbling grime-encrusted buildings 
crawling with giant corpse-eating cockroaches to 


ъ= 


Маке no mistake: the Helghast аге some serious killing machines. 


LS, 
ERD n 


Many of the ominous environments in Killzone 2 look like 
they could be straight out of a war-themed horror movie. 


Whether you're playing the game online or 
offline, death surrounds you at every corner. 


CONTINUED | 


Want to play as the bad guys? Take Killzone 2 online 


to suit up as the black-armored Helghast. 


What do you do if you're face to face with six Helghast 
commandos? Bend over and kiss your butt goodbye! 


the Helghast's swastika-like insignia that's plas- 
tered on every other corner. The game hammers it 
into your skull that you're in a miserable place only 
the Helghast could inhabit. 

Killzone 2 does an effective job in immersing 
you in its hostile atmosphere, but the most im- 
pressive thing about this is that it maintains this 
gloomy ambiance throughout all of its campaign 
missions while forcing you through a rich variety 
of environments. You know how in some games— 
like, say, Gears of War—you get an overwhelming 
sense of déjà vu as you run through similar look- 
ing levels? Well, you won't experience this much, 
if atall, in Killzone 2 as each of its missions are dis- 
tinctfrom a visual standpoint. Environments in the 
game range from squeaky clean space stations to 
scorching deserts to spider-infested junkyards. 


ONE-MAN ARMY 

There are numerous occasions in Killzone 2's 
single-player campaign where you'll be sitting 
with your mouth agape, particularly when some- 
thing brand new is thrown at you. In one particu- 
larly memorable mission you're running around 
an outdoor Mars-like environment vaporizing 
onrushing Helghast in a mech that resembles 
the one Ripley uses at the end of Aliens to slay 
the alien queen—oh, but the mech in Killzone 2 


is armed with a missile launcher and a machine 
gun. There are several other scenarios that work 
well to break up the monotony of killing enemies 
in the same fashion over and over again, such as 
fighting atop a moving Helghast mining train, rip- 
ping ground troops to shreds with the devastating 
force of an anti-air gun (mulching enemies with 
a weapon designed to take down airplanes is so 
damn gratifying), and even some grueling boss 
battles here and there. 

In terms of combat, Killzone 2 is not a game 
where you can survive by just running straight 
into enemy hordes with guns blazing. Borrowing 
a page from Gears of War, KZ2 requires constant 
use of cover to soak up enemy bullets as you move 
from one huge shootout to the next; for those of 
you who like to get up close and personal, the 
game does let you you decapitate enemies with 
a shotgun at point blank range but staying behind 
Cover is key to surviving. 


CALL or DUTY WHO? 

Of course, once you finish off the epic single- 
player mode, there’s Killzone 2’s elaborately 
customizable multiplayer component to keep you 
satisfied. The multiplayer experience is clearly de- 
signed to empower the player to play the game 
however they like. If you're feeling competitive 


you can start or join a clan, scheduling matches 
ahead of time and tracking your clan’s progress 
online. There's also a lot of incentive to explore 
this aspect of Killzone 2 as a rewards system is 
in place to encourage you to play the game on- 
line. But if you're like me and you loathe getting 
creamed by super skilled 12-year-olds online, you 
can just play locally with your buddies, putting in 
bots to populate the game's maps. You can also 
set the difficulty of the А.. characters you put in 
matches. If you're a fan of multiplayer FPS games 
like Call of Duty, you're going to want to jump into 
what Killzone 2 has to offer. 

Despite Killzone 2's numerous positive quali- 
ties, it’s not a perfect game. The biggest concern 
is the frame rate issue that occurs when the game 
is loading up a new area. Aiming at enemy tar- 
gets that are at a distance can also be frustrating 
if you're not carrying a sniper rifle, especially for 
FPS vets accustomed to the precise aiming fea- 
tured in games like Call of Duty. However, most 
of these drawbacks are relatively minor and are 
overshadowed by what the game gets right, 
which is a lot. 


KILLER APP 

It took a long time for Killzone 2 to finally come 
out, but after diving head first into the game, 
there's no doubt т my mind that it lives up to the 
hype and is a must-play for FPS fans. With an in- 
tense single-player mode, a robust multiplayer 
component and superb graphics that PS3 own- 
ers can be proud of, Killzone 2 does pretty much 
everything right. It's definitely a must-have title. 
—Patrick Shaw 


FUN FACTOR 


PROS: Fantastic single-player campaign; even 
better multiplayer; amazing graphics. 


CONS: Frame rate issues when loading new 
areas; ugly menus; weapon aiming system 
can be frustrating. 


pes 
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7 Tips to Killing Your Way to Victory 
illzone 2 can be a brutal game but fear not: 
we have some handy tips to help see you 
through the battles safely. Be sure to also 


check out GamePro.com for our expanded version 
complete with tips of handling the bosses! 


1. MELEE BASH AND SLASH 


TO CONSERVE AMMO 

Any FPS veteran knows that caving т an enemy's 
face with the butt of your дип 1$ the way to go when 
face to face with them. In Killzone 2, ammunition 
can become scarce, and in close quarters combat 
it's a good idea to use your gun to bludgeon foes to 
death to save some bullets. You can also use your 
giant hunting knife to slit their throats if you prefer 
to do it that way. 


2. MASTERING THE 3 BEST 


GUNS IN THE GAME 

The StA3 LMG is your best friend on the battle- 
field. Unleashing it on an area crammed with en- 
emies can prove detrimental to their health if you 
use it properly. Use short bursts with the LMG and 
crouch to improve its accuracy. Your standard ISA 
M82 Assault Rifle is also crucial to staying alive in 
the game due to its well-balanced nature. Click- 
ing R3 will zoom in with it, which is your best shot 
at offing enemies at a distance if you don’t have 
a sniper rifle handy. The last effective weapon is 
the VC1 Flamethrower. With it you can incinerate 
a large cluster of enemies with a relative small 
amount of ammunition. 


3. NEVER ОЕТ Lost AGAIN 

Getting lost sucks, and unless you're one of those 
masochistic gamers who likes to figure out where 
you're supposed to go without any help, you should 
use the games objective locator. At any time during 


E 2: GUIDE TO DOMINATION 


the game, press Up on the directional pad to bring 
up an orange target that'll tell you where you need 
to go next (а la Dead Space's floor line). In addition 
to showing you the way, the indicator will display 
the actual numerical distance to your target desti- 
nation. Help for lazy people like this is the newest 
trend in games—embrace it! 


4. CRUSHING НЕАМУ CLASS 


HELGHAST SOLDIERS 
The hulking, heavily-armored class of Helghast, 
which lug around either an electricity gun or a 
chaingun, are the toughest enemies in the game 
and cannot be stopped with any amount or cali- 
ber of bullets. In order to take these big boys down 
you need їо nail them in the head to rattle them a 
bit. Once you do this they'll spin around, leaving 
them vulnerable for a few seconds. Seize this op- 
portunity by carefully firing rounds directly into the 
canisters located on their backs. After you've punc- 
tured the tanks with enough shots, they'll go up in 
flames, leaving nothing but a large blood splatter. 


5. PRACTICE MAKES PERFECT 

Before jumping into a competitive online blood- 
bath unprepared and getting your ass handed to 
you, play though the campaign on the Trooper or 
Veteran difficulty setting. It's also a good idea to 
play several matches against bots in the offline 
Skirmish mode in order to learn the ins and outs of 
multipiayer maps. 


6. SURVIVING MASSIVE SHOOTOUTS 

Without calling out any specific battle against nu- 
merous aggressors (because these large-scale 
shootout situations are frequentin Killzone 2's cam- 
paign), there are several key things to know that'll 
help you stay alive. First off, keep your squadmates 


alive and breathing by pressing Circle to heal them 
whenever they're injured. The more guns you have 
on your side the better. Second, cover is essen- 
tial, more so than some FPS games, so hide your 
body from enemy fire as much as possible. Follow- 
ing your АЛ. buddies around can often lead you 
to good spots. Lastly, use short bursts of ammu- 
nition as much as possible to maintain maximum 
accuracy and don't be so stingy with those damn 
grenades. Both Killzone 2’s frag grenades and elec- 
tricity grenades are devastating. 


7. SMASHING THE AERIAL BOT 
When you first meet this mini-boss, 
you won't have a weapon pow- 
erful enough to face it head on. 
To avoid getting put through 
a cheese grater via your fly- 
ing nemesis’ powerful ma- 
chine guns, run as quickly as 
you can down the stairs and 
into the small tunnel that'll 
offer you some protection. 
To swat the unmanned ve- 
hicle out of the air, you 
need to run back and 
forth between the two 
openings of the tunnel 
which will lure the bot 
to you. Fire on any of the 
glowing blue electric gen- 
erators the moment the 
killing machine drops 
down on your side to 
cause the voltage will 
cook him. You'll need 
to repeat this process 
several times. 


The game's new visual style really brings out the best 
in the World Warriors, including fan-favorite Sakura. 


STREET FIGHTER IV 


Street Fighter IV is exactly the sequel that tournament players, series fans, and long absent gamers have been w 


Fess [xbox so [ESR 


treet Fighter Ill was a hard sell for both fans 
S of the series and new challengers alike. 

While the legendary Street Fighter II was а 
global phenomenon that launched action figures, 
cartoon shows, and a wonderfully cheesy live-ac- 
tion movie, the series’ third installment was much 
less popular than Capcom had hoped. Thank- 
fully, Street Fighter IV evens the playing field for a 
wide range of potential players with a spectacular 


fighting engine that creates an incredibly accessi- 
ble experience. Don't know how to parry attacks, 
juggle combo, or fire off an EX attack? To have a 
blast т SFIV, you don't have to—just pick up а con- 
troller, throw a punch, and let the good times roll! 


ONE HELL OF A SHOW 
With the exception ofsomelameanimecinematics 
in the game’s arcade mode, the presentation in 


SF Alpha vet Rose isn’t just a pretty face: she kicks some serious Ë 
ass. Just ask Ryu, who's finding that out the hard way. 


Street Fighter IV is simply incredible. The wide 
assortment of levels shines fantastically in vi- 
brant 3D, with subtle touches and backgrounds 
details just adding to the fun. Onlookers cheer in 
the background, set pieces will collapse as fists 
fly, and shopping carts will rattle with every dam- 
aging blow executed in the middle of a fight. It re- 
ally gives each match an extra bit of flair, and the 
specific details etched into each one of the rede- 
signed levels from Street Fighter II are just bril- 
liant, truly playing on gamers' nostalgia factors. 
My favorite part about arcade mode is that each 
fighter is punctuated with custom win quotes, 
as well as a pre-selected Rival Fight against an- 
other World Warrior. Those fights alone have 
more depth than some of the paper-thin stories 
put forth by the campy anime sequences, espe- 
cially in the case of characters like El Fuerte and 
Crimson Viper. Even the quality of the voice act- 
ing in these cut-scenes seems disturbingly ran- 
dom for such a highly stylized game, but many 
things can be thankfully skipped. Oh, Blanka, you 
sound horrible! 


PARRYING No MORE 

While the World Warriors have been done in 
3D before via the infamous EX series on the 
PlayStation, the blocky figures never quite cap- 
tured the lively and hilarious animations of their 
SFII counterparts. It's not enough that the entire 
SFIV roster looks good, but their facial reactions 


during a relentless beatdown are absolutely hi- 
larious. Seeing my opponent's eyes pop out of 
their sockets after a brutal K.O. brought me back 
to those old glory days in the arcades. Speaking 
of which, pulling off a solid win in SFIV is nowhere 
near as difficult as it was in the oft-overlooked 
Street Fighter ||. Even though everyone's moves 
Have been tweaked to fit the new battle system 
presented in SFIV, it still feels sweet, simple and 
best of all, natural. 

One of the greatest aspects of SFIV’s combat 
is undoubtedly the absence of parrying, replaced 
by Focus Attacks and EX moves. No matter what 
you do, you can never gain a complete advan- 
tage over another player simply because you're 
a tournament level Street Fighter maniac. Focus 
Attacks aren't invincible, EX moves are easy to 

4 pull off and even button mashers will be able to 
гавК up some damage as long as they know the 
difference between the face buttons and the joy- 
stick. Heck, | even lost a round against someone 
who hadn't picked up a controller since the SNES 
days! But don't think SFIV is a button-masher's 
paradise—if you have skill, you definitely have 
an edge. The inclusion of Ultra moves also elimi- 
nates the one glaring problem with most fighting 
games: once you fall behind, it's tough to catch 
up, much less win. With the new Revenge me- 
ter evening up the matches, one-sided fights can 
actually be won if the resulting Ultra moves are 
used judiciously. 


BLACK BELT 

Like any modern fighting game, SFIV has 
unlockables everywhere. Aside from the already 
beefy roster consisting of 16 World Warriors, you 
can unlock nine more as you progress through 
the game. There's also a nifty movie gallery 
with all of the prologues and endings to each 
character's respective story. If that doesn't keep 
you busy, then the extra modes such as Time 
Attack and Survival can definitely help players 
hone their skills. 

A diehard fan of the franchise through and 
through, Street Fighter IV is betterthanlcould have 
hoped for, as l've been openly skeptical about the 
game for months. After clutching my copy of SFIII: 
Third Strike to my chest for so many years as my 
last memory of the late and great franchise, | feel 
like | can finally let go and try something new, yet 
EU 9 familiar. At the end of the day, that’s really what 
this Street Fighter is: it’s a title that’s built for new- 
comers, yet tweaked for old school vets from the 
arcade and home console days. If you like fight- 
ing games, don't hesitate to pick this one up; heck, 
even if you've never thrown a "Hadoken" in your 
life, it'S worth buying. Chances are, you'll find 
yourself getting hooked.—McKinley Noble 


Don't underestimate Gen just because he's an old man. As the old saying goes, 
you need to respect your elders, lest they smash your face in with a jump kick. 


weaked fighting system works for ca- 
sual and hardcore players; online play; large 
roster includes many classic and new fighters. 


CONS: Horrible anime sequences with paper- 
thin storylines; spotty voice acting on certai 
characters (cough, Blanka). 


The console port of SFIV adds more fighters into the mix including À Ў 
the nimble Cammy and the martial arts master, Fei-Long. as 


CONTINUED > 
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Get the fighter's edge on Street Fighter IV with this massive moveslist. And be sure to OS ae 
check GamePro.com for the expanded version that includes every single SFIV character. “|. р. / ; 


RYU 


SPECIAL MOVES po | 


Hadoken T * 9 
Dragon Punch 


Hurricane Kick (48) + © 


ЕУГЕН САН 


Shinku Hadoken Oe. 


ULTRA COMBO 


Metsu Hadoken 


Under pressure? Use a charged Hurricane Kick to combo a 
close opponent and send them flying across the screen! 


Beware! Ryu’s Shoryuken isn’t invincible. Use a charged Dragon 
Punch to break through jumping moves and counter attacks. 


GUILE 


= шшш 


Sonic Boom 
Flash Kick 


SUPER COMBO 
Double Flash og. 


ULTRA COMBO 
24 +099 


Flash Explosion 
Start charging down after a missed Flash Kick to surprise an eager 
Opponent with another quick Flash Kick! 


After a Roundhouse sweep, immediately use Guile’s Jab Sonic 
Boom to score a cheap hit as they're getting up! 


E. HONDA 


E 


Sumo Headbutt ое +9 
Oicho Throw 0 
Sumo Smash [ET] 
Hundred Hand Slap w O 


SUPER COMBO 


Super Killer Head Ram 


ULTRA COMBO 


Ultra Killer Head Ram 
Learn the range of the three Sumo Smashes so you can cross up 
opponents anywhere on the screen and dodge fireballs. 


Beware! E. Honda's Hundred Hand Slap will often trade hits in- 
stead of cleanly countering an attack! 


DHALSIM 


T с 


Yoga Fire 
Yoga Flame 
Yoga Blast 


Yoga Teleport (Ав) 


SUPER COMBO 
Yoga Inferno [212357] 


ULTRA COMBO 


Yoga Catastrophe 


vO- LLO 

Use Dhalism's sliding Roundhouse to slip under fireballs and 
launch attacks—as well as the Yoga Teleport to just dodge them 
altogether. Then, set up some quick throws or combos! 


Dhalism’s attacks can be short or long ranged—hold back on the 
stick to alternate the distance and confuse your enemy! 
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MEET THE WARRIORS 


KEN 


SPECIAL MOVES 


Hadoken 
Dragon Punch 
Hurricane Kick (48) 


SUPER COMBO 


Shoryureppa ; 7L + 


ULTRA COMBO 


Shinryuken Qe: 


Ken's flaming Dragon Punch is effective at stopping jump attacks, 
but don't get countered on the way down! 


Use Ken's standing Roundhouse to hit your enemy deep and low. 


CHUN-LI 


АРИЯ ЕЕ 
Lightning Kick 

Kikoken 

Hazanshu 


Spinning Bird Kick 


SUPER COMBO 


Senretsukyaku 


ULTRA COMBO 


Нозепка. 


И you’re stuck in the corner, use a charged volley of Lighting 
Kicks at the right time to really jack up your opponent! 


Chun-Li's best cross-up is a Down-Forward Roundhouse—it 
also arcs over fireballs! 


BLANKA 


SPECIAL MOVES [-_____- 


Rolling Attack 
Backstep Roll 
Vertical Roll 

Electric Thunder 


SUPER COMBO 
Ground Shave Roll oe 9-9 


ULTRA COMBO 


Lightning Cannonball ое 2+ 999 


Blanka’s sliding Down-Forward Fierce is an awesome counter 
against pesky fireball spammers! 


Using Blanka's electricity to counter jumping and launch attacks 
works sparingly—don't overdo it! 


ZANGIEF 


SPECIAL MOVES ЖЕШИП 
Spinning Piledriver 6+9 
Banishing Flat 


е- 9 
(Quick) Double Limit 999 CLO 
+© 


Flying Power Bomb 


SUPER COMBO 


Final Atomic Buster CCR 


ШЕ ОМО т 


Ultimate Atomic Buster @® + 29) 
Use an early Strong or Forward against your opponent to plant 
Zangief for a chain-hit Spinning Piledriver! 


Use Zangief's Double Limit to help keep your enemy away and at 
bay while simultaneously charging your Super Meter! 


ABEL 


SPECIAL MOVES 


Change of Direction 
Wheel Kick 
Marseilles Roll 
Falling Sky 
Tornado Throw 


SUPER COMBO 


Heartless 


ULTRA COMBO 


Souless ee 


Use the Marseilles Roll to dodge projectile attacks and create an 
opening for a vicious Tornado Throw! 


You can also start a quick Tornado Throw motion to preempt al- 
most any fighter's fireball animation! Surprise! 


RUFUS 


SPECALMOVES м 


Messiah Kick e-© 
Galactic Tornado «9 
Snake Strike 


Spectacle Romance СОЕ 
Space Opera Symphony ФФ; + GOO) 


When using Rufus's Messiah Kick, walk up and throw your enemy 
ifthe first blow misses—if they block, do the Messiah Kick motion 
again for a surprise attack that'll really shake 'em up! 


Rufus's crouching Fierce has really ridiculous range for a punch! 


SAGAT 


SECA MOVES р» 


High Tiger Shot 
Low Tiger Shot 
Tiger Uppercut 
Tiger Knee Crush 


SUPER COMBO 


Tiger Genocide 


ULTRA COMBO 


Tiger Destruction 


b 


Sagat's Tiger Uppercut is still fearsome, but using a charged Tiger 
Uppercut in a counterattack racks up some wicked damage! 


Combine High and Low Tiger Shots to peck away at your enemy 
and control the fight—it's an old SFII tactic, but still a good one! 


M. BISON 


[SPECIAEMOVES eee ге 
Psycho Crusher ое +9 

Double Knee Press ое + ® 

Неаа Ргеѕѕ Ф + © (+9) 

Devil Reverse +9 (+ @) 

Bison Warp о P+ GED о' CSO 
a ne 


Knee Press Nightmare ое ® + 9 


Фе 2+ 095 
Bison's sliding Roundhouse is vastly improved—use its speed to 
catch unsuspecting fighters off guard! 


Watch out if you miss with the now-slower Psycho Crusher— you'll 
get thrown or hit with a vicious counter combo! 


ULTRA COMBO 


Nightmare Booster 


`` 


CRIMSON VIPER ` 


SPECIAL MOVES -_______-_ ду, У ` 


Thunder Knuckle •-9 

Burning Kick (4^8) @ + © E VAAN à 
Seismic Hammer e-9 `` 
Emergency Combination @;@;+ © - À Е 
Burst Time e+ 229 k 5 | 


If your opponent's playing it safe and keeping their distance, use 
the Seismic Hammer to peck away at their life and charge up your > \ 
Super Meter! Cheap! 


If timed right, the Burning Kick can stop fireballs in their tracks! 


EL FUERTE 


SPECIAL MOVES 
Habanero (Back) Dash Ф +9 Ф; +9 


Quesadilla Bomb 


© шї (andthen release) 
Guacamole Leg Том  @+@ 


SUPER COMBO 


El Fuerte Dynamite ev. 


ULTRA COMBO 
ее 299 


Flying Giga Buster 

El Fuerte leaps faster and farther than most of the other 
World Warriors—use his speed to escape corner traps and 
dodge Super Moves! 


Can't get in the air? Try El Fuerte’s sliding kick attacks instead! 


VEGA 


ОТ р 
Rolling Crystal Flash ое +9 

Scarlet Terror ое + е 

Sky High Claw m2 

Flying Barcelona Attack @| + ® (+9) 


Izuna Drop © o @ + ©) iter Barcelona) 


SUPER COMBO 
Flying Barcelona Special ® + © 
@ o @ + ©) (after Barcelona) 


ULTRA COMBO 

Bloody High Claw ГТ ууу] 

Use Vega's rolling backflips to avoid fireballs, but make sure that 
you execute the roll early for success! 


Feeling cocky? Hit Down, Down-Backward, Backward (twice) and 
any button to get rid of your mask and claws! 


BALROG 


SPECIAL MOVES I Ll 


Dash Straight 
Dash Low Straight 
Dash Low Smash 
Buffalo Head 

Turn Punch 


SUPER COMBO 


Crazy Buffalo 


ULTRA COMBO 


Violent Buffalo 


Фе 9:999 » Cr 

Alternate between Dashing Straights and Dashing Low Straights 
to confuse your opponents—if you get an opening, grab ‘em and 
mess them up! Nasty! 


Use an EX-charged Dash Straight to punch through fireballs! 


Assembled with information from gaming.wikia.com—log in and add your own expertise! 
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Meet Genevive Aristide, powerful business woman and all-around corporate 
cutthroat. You'll be saving her bacon in the early stages of the game. 


F.E.A.R. 2: PROJECT ORIGIN 


Psychics and bullets and slo-mo—oh my 


hile it wasn't the best shooter ever cre- 
W ated—that honor belongs to the origi- 

nal Half-Life—the original F.E.A.R. was 
a terrific FPS, full of intense action, a sweet slo- 
mo gimmick and the scariest little girl l've ever en- 
countered whose last name wasn't Olsen. Now, 
the spine tingling sequel, Project Origin is here to 
continue the story of the psychic and psychotic 
Alma with damn good results. 


| Ain’T AFRAID OF NO GHOSTS 

The first F.E.A.R. ended on a rather horrific note: 
after navigating the underground facility where 
Alma, powerful psychic and all-around crazy 
person, was held, you barely managed to es- 
cape a nuclear explosion that leveled the sur- 
rounding area. Unfortunately, just when you 
thought you were safe, Alma suddenly appears 
and brings your helicopter down in a classic hor- 
ror movie "the killer isn't as dead as you thought 
she was" moment. 

Project Origin's story, which parallels the orig- 
inal's, puts you іп the shoes of an operative named 
Becket who is sentto arrest Genevive Aristide, the 
president of the company responsible for creat- 
ing Alma. Once the crap hits the fan, you suddenly 
find yourself hunted by Alma and must find a way 
to stop her. Obviously, it helps if you've played 
the first installment but the game's action is solid 
enough that you can ignore the plot and just blast 
away if you want. 


О 


BULLET TIME 

Project Origin is a rather straightforward FPS ex- 
perience—run around, pick up weapons, shoot en- 
emies by the dozen—but what sets it apart is a cool 
slo-mo effect which you can activate at anytime. It's 
less a gimmick and more an essential survival tac- 
tic, as you'll often be out-manned and out-gunned. 
But slow down time and you have a fighting chance 
(її also helps that the enemy А.1. won't exactly qual- 
ify for Mensa membership). It also allows for some 
interesting strategic options like priming a grenade 
behind cover, hitting the slo-mo and popping out 
to drop it in the lap of an unsuspecting enemy. You 
can almost hear them going “Ooooh nooooo” just 
moments before it explodes. 

The game also mixes things up nicely by placing 
you in turrets and a ridiculously awesome power- 
suit at various points in the game. The supernat- 
ural elements are also nicely integrated, as you'll 
experience hallucinations and random sensory 
feedback; there are also some genuine “oh crap” 
moments but the game isn't necessary scary. The 
atmosphere can get pretty creepy though, espe- 
cially when Alma suddenly pops on the screen. 


AFRAID OF THE DARK 

I'm glad they decided to release Project Origin after 
the holiday crush because nowit won’thave to com- 
pete against higher profile titles like Gears of War 
2 and Resistance 2. The game probably wouldn't 
have fared well against during the holidays, mostly 


because the F.E.A.R. brand doesn't carry as much 
as weight as those other franchises. But hopefully, 
a February release will get this solid and enjoy- 
able shooter some much deserved love, especially 
from gamers who played and liked the original. 
—Tae K. Kim 


ROS: Offers a solid action FPS experienc 
_slo-mo gimmick is pretty awesome. ` 
CONS: АЛ. opponents can be a little dense; 
level designs could be better; story ends on 
a flat note. 


Skate 2's innovative control scheme takes some getting used to but master 
it and you'll feel a genuine sense of accomplishment as you nail tricks. 


SKATE 2 


Phu 
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The fiesty challenger to Tony Hawk's supremacy returns to make another claim on the action sports throne. 


[rss | хьокзво 


и Developer: EA Black Box m Publ EA Games 


hen the first Skate debuted, it offered 
W up a realistic simulation-based alterna- 

tive to the unrealistic circus that the Tony 
Hawk franchise had become. Now, the sequel is 
here with some subtle improvements that push vir- 
tual skateboarding to new heights. Still, it’s pretty 
obvious that this franchise has some work to do be- 
fore it can fully knock the Birdman off his perch. 


SKITCHED 

Taking place in New San Vanelona, Skate 2 follows 
in the skidmarks of the original. Unfortunately, 
prior experience with the first installment is nec- 
essary if you hope to start playing right away; 
Skate 2 isn't а game where you can pick up the 
controller and start flipping your board around. 
The innovative controls definitely take some get- 
ting use to. But that isn’t necessarily a bad thing. 
Landing tricks can be more difficult than neces- 
sary but when you do pull off a sick trick it makes 
you feel unstoppable. 

The game features a deep Career mode that 
adds a few new events such as the Hall of Meat 
and Tranny. The Hall of Meat events are by far one 
ofthe most addicting challenges where the aim is 
to bail off your board and eat as much concrete 
as you can. The Tranny contests are also exciting 
but suffer from the same problem as most other 
challenges— crowded level designs which makes 
it hard to execute tricks to rack up points. 


Put ON THE RED LIGHT 

Skate 2 also has some iffy design problems 
that definitely cut into the fun. A good example 
is the addition of Big Black, the lovable body- 
guard from the MTV show Rob & Big. For a 
fee of five hundred dollars, he'll take out the 
pesky security guards and give you five min- 
utes of freedom to skate around in a restricted 
area. Unfortunately, there are skate stops— 
those little metal guards that they use to dis- 
courage skaters—planted everywhere, which 
seriously hinders your ability to line up tricks. 
You can deal with the stops by phoning your 
pal to come remove them for a hundred dol- 
lars but it seemed like an unnecessary barrier 
to overcome. 

Thankfully, the refined multiplayer compo- 
nent makes up forthe poor design choices found 
in the single-player mode. You can freeskate 
with friends and choose from over a hundred 
different events. The transition from online 
freeskate to multiplayer challenges is seamless 
as well. The events can go one of two ways, ei- 
ther a competition where you are pitted against 
each other or a co-op event where you must 
work towards a common goal. Winning events 
that you suggest are the ultimate grounds for 
smack talking and the volume of various events 
is seemingly never ending so hours upon hours 
of fun can be had. 


GAMEPRO.COM 


DON'T SKATE ALONE 

Skate 2 does have a lot to offer but it falls 
short in a lot of ways. Its realistic feel is great 
when it comes to technical aspects like tricks 
and controls but it's taken one step too far. If 
| wanted to get harassed by security and con- 
stantly get intimate with the asphalt, | would go 
hop on a skateboard in real life. Still, the solid 
multiplayer and incremental improvements 
make this a compelling choice for virtual skat- 
ers. And hopefully, they'll get it right with Skate 3. 
—Heather Bartron 


PROS: Multiplayer modes rock; new modes like 
Hall of Meat are fun. 


CONS: Minor design issues cut into the fun. 
Level designs need work. 


———Á— 


While many visual elements have been recycled from the original, LocoRoco 


2 puts а fresh spin on the game's quirky cast of creatures and zany locales. 


LocoRoco 2 | 


veryone's favorite glutinous globs are back 
E in action in the highly anticipated LocoRoco 

2, Sony's long awaited sequel to the inno- 
vative and offbeat original. With an array of out- 
standing level design and all around addictive 
gameplay, LocoRoco 2 offers just enough new 
content and charm to warrant a second glance. 


ONE SMALL BOUNCE 

At first glance, it would appear that not much 
has changed in the colorful and curious world 
of LocoRoco. The mischievous Mojas are back 
to their old tricks and it's up to the titular gelat- 
inous blobs to restore peace to their distressed 
planet. Throughout the duration of LocoRoco 2, 
you'll roll, bounce, slide and grow through a wide 
assortment of brand new, expertly crafted levels. 
While these stages may look like the original Lo- 
coRoco on the outside, fine-tuned physics are met 
with outstandingly clever ideas for some of the 
most unique and fun-filled stages to date. | was a 
bit bummed to see so much content recycled from 
the original LocoRoco, however. 

In fact, LocoRoco 2 borrows so much from 
the original that after playing through the first 
few hours of the game, | was just about ready 
to dismiss it as glorified expansion of the first 
LocoRoco. But the more | played, the game's 
distinctive charm really drew me in and | real- 
ized thatthis was more than a simple re-hash— 
it was a brand new experience altogether. 
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LocoRoco 2 has some of the most cleverly-mapped 
levels I’ve seen in a game since LittleBigPlanet, with 
vibrant surroundings and eye-catching visuals. 
Your LocoRocos will brave wild jungle levels, slip- 
pery mountain-tops, and new to the second install- 
ment, stages set completely underwater. No matter 
your surroundings, LocoRoco 2 finds a way to make 
each beautifully animated environment feel new 
and different with each time around. There are also 
dozens of unique routes for you to take in order to 
collect every MuiMui or Pickorie each stage has to 
offer, which really ups the replayability. 

Also new to the world of LocoRoco 2 are musical 
notes which can be attained through interacting with 
your environments, meeting certain level-based ex- 
pectations, or by participating in rhythm-based mini- 
games. Upon collecting 100 notes you can "Level-Up" 


Бо 


m Develop: er: Sony 


your surroundings, making it easier to grab collect- 
ables or even make your LocoRocos more responsive 
with quicker turns and longer jumps. 


Why So SERIOUS? 

| should note that ће game can get incredibly frustrat- 
ing, with puzzles that are demanding and will require 
multiple retries. The boss fights, however, are just the 
opposite: they're rather easy. Thankfully, boss fights 
are few and far between; it's just the teeth-grating 
task of getting there that can really set you off. 

Still, with its, quirky presentation and interest- 
ing gameplay, LocoRoco 2 makes some fantastic 
improvements over its short-but-sweet precursor 
that should attract fans of the series and newcom- 
ers alike. It's often times frustrating and rather 
nonsensical butit’s an absolute blast anyway. Pick 
it up and let the good times roll! —Will Herring 


PROS: Addictive, upbeat gameplay; wonderful 
and colorful levels. 


CONS: Frustrating difficulty later in the game; 
recycled art and music. 
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SCORE ооо ооо 


COMBO 
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STAGE RESULT 
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alien Prinnies (Stage) 1 
allen Prinnies (Boss) 0 


1 Tota! Prinnies 


Lucky Dolls obtained $ $ $ 


Fantastic hand-drawn visuals and classic Disgaea humor can't save Prinny 
from unresponsive controls and an incredibly steep learning curve. 


PRINNY: CAN | REALLY BE THE HERO? 


The expendable hench-penguins from the Disgaea star in their own entertaining and incredibly frustrating side-scroller. 


е 
P 
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Hero? players take on the role of the titular 

minions in a quest to satiate Underworld 
Overlord Etna's sweet tooth. When Etna's one- 
of-a-kind late night snack is stolen, she sends 
her legion of panicky Prinnies to retrieve it. Don- 
ning a mystical red scarf that allows the regu- 
larly explosive-upon-touch underlings a bit of 
extra resilience, you're given control of Etna's 
entire army of 1000 Prinnies. Yes, that means 
you start off with 1000 lives which sounds like 
a lot but trust me—you're going to need each 
and every one. 


Ë Nippon Ichi’s Prinny: Can | Really Be the 


No SCHOOL LIKE THE OLD SCHOOL 
Prinny takes place on a 2D playing field deco- 
rated with detailed 3D backgrounds and hand- 
drawn enemies and obstacles, much like the 
Disgaea series itself. You'll visit all ends of the 
Underworld in order to collect the ingredients 
for the Ultimate Dessert from a legion of greedy 
demons through a myriad of colorful and cre- 
ative stages. Each level is populated with clas- 
sic monsters from the Disgaea franchise, truly 
making Prinny an ideal experience for any fan of 
the popular SRPG series. If | could judge Prinny 
based solely on its visuals, presentation and 
tongue-in-cheek humor, it would be an easy five 
out of five. Unfortunately, Prinny's gameplay 
isn't quite as inviting. 


JUMP, EXPLODE, REPEAT 

That's because you're going to find yourself dy- 
ing at the hands of a random projectile or falling 
to your death, the victim of unresponsive con- 
trols about every five to ten seconds. Forced to 
use the highly-criticized PSP directional pad in 
order to navigate the Underworld, Prinny's con- 
trols take an extra hit with clunky, stiff and un- 
sympathetic movement. Once you take flight into 
one of the three available jumping directions (up, 
up-left and up-right), it becomes nearly impos- 
sible to maneuver or guide your Prinny through 
the air, which makes the platforming elements of 
Prinny an absolute chore even on the normal dif- 
ficulty mode. 

While Prinny shows some amazing poten- 
tial with beautiful visuals, amazing production 
values and innovative stages to traverse, | can't 
help but wonder what this game would be like if 
a few extra months were set aside to fine-tune 
the game's controls and learning curve. Be- 
cause | was raised on side-scrollers like Sunset 
Riders and Contra, | really wanted to love Prinny, 
especially since I’m a big fan of the Disgaea se- 
ries. Unfortunately, thanks to the unwieldy con- 
trols and poor design choices, Prinny bombs. As 
it stands, | can really only recommend this one 
to diehard Disgaea fans and masochists looking 
fora challenge. As the Prinnys would say, "it'sa 
shame, dood." —Will Herring 


<j 


PROS: Beautiful graphics; trademark series 
humor; wonderful voice acting. 


CONS: Stiff controls; steep difficulty curve; 
frustrating gameplay. 


Суб 


Race E fro eph 


Best Score: 18426 ВЕН 
Best Time: 2:30.00 by ??? 


THE CHASE: FELIX MEETS FELICITY 


Adorable, original, and utterly frustrating, The Chase is a unique property that suffers from poor design choices. 


m Developer: Raz 


n offbeat and idiosyncratic IP, The Chase 
mixes wonderfully innovative gameplay 
with some incredibly frustrating design 


choices, creating an original, if ultimately forget- 
table experience. 


LATE FOR A DATE 

The Chase: Felix Meets Felicity is heavily based 
on the idea of simplicity. Simple story, simple con- 
trols, and more times than not, simply maddening. 
Playing as either delivery boy Felix or his female 
counterpart Felicity, you must navigate your cho- 
sen protagonistthrough a myriad of unique stages, 
a looming, pixel-destroying storm constantly on 
your tail. With entirely original gameplay that | 
can best describe as Sonic the Hedgehog meets 
Line Rider, you navigate your ever-moving charac- 
ters through colorful, bustling locales via a com- 
bination of the DS' directional pad and the touch 
screen's stylus. Using the stylus, players can draw 
platforms, ramps and pathways in the form of 
Rush Lines for your characters to traverse. 


Things aren't that easy, of course: everyone 
from marathon-runners to prank-pulling clowns 
stand in your way, which is where the grinding 
aspect of The Chase comes into play. Once your 
character's gained a certain amount of momen- 
tum, you can press down on the directional pad, 
allowing Felix or Felicity to grind the pavement, 
bowling over any and every enemy in their path, 
all the while collecting flowers and pulling off 
stunts to impress their date. 


SOMETHING NEW 

While The Chase features some fantastically origi- 
nal and inventive gameplay, it's the game's over- 
all design that ultimately brings the experience to 
its knees. For instance, every time you fail a level 
you're given the option to purchase a continue 
with the coins that you've collected throughout 
the various stages, but once you're out of coins 
and out of continues, it's back to square one. 
That's right—you can be one level away from 
meeting up with your date and living happily ever 
after, buta simple slip-up will send you backto the 
main menu, forced to start the game entirely over 
from scratch. Add into account that you only have 
one save file to your name, and you can lose your 
progress as easily as simply pressing the "New 
Game" button instead of "Continue." 

While the actual gameplay in The Chase 
ranges from adrenaline rushing races to frus- 
trating mazes, players are actually banned from 
re-playing their favorite levels until after they've 
completed the game. Stuck on a near-impossible 
level with only one continue to go and five coins 
to your name? Tough luck—now buckle up your 
boots and get running! 


FUN WHILE IT LASTED 

While The Chase certainly shines in its addictive 
and innovative gameplay, it has the misfortune 
of just becoming too much and too hard too fast. 
Levels range from a simple race across Rush Lines 
to getting knocked over every other instance, cre- 
ating an unyielding experiment in frustration. 
Where the title shines in its Time 
and Score Attack modes, 
there's the undeniable 
fact that these are only 
unlockable after com- 
pleting the entire story 
mode with as few screw- 
ups as possible, by which 
time gamers are sure to 
have long lost interest. 
While The Chase is a 
bold experiment with a 
creative premise, there 
are just too many design 
flaws here to call it a suc- 
cess.—Will Herring 


PROS: Cute character designs; innovative Rush 
Line system. 


CONS: Frustrating design aspects; trial-and- 
error gameplay gets annoying. 


The game's various difficulty settings make Moon an ideal experience for newcomers to the FPS genre. 


Moon is a heart-pounding first-person shooter 

tailor-made for gamers who crave sci-fi adven- 
ture. You take on the commanding role of a special 
space-based task force assigned to a lunar investi- 
gation when a mysterious hatch of alien origin is dis- 
covered on the moon. In the vein of any great horror 
film, things take a terrible turn for the worse leaving 
you as the sole survivor on this ruined expedition. 


| п the vein of System Shock and Metroid Prime, 


No ONE CAN HEAR YOU SCREAM 

While the game's setting is very well thought out 
and the story is quite intriguing, Moon's overall ef- 
fort seems a bit lacking fora full-fledged FPS. Each 
new area looks almost identical to the last, and the 
useless map presented on the touch screen gives 
you no hint as to where you've been before, so ex- 
ploring and back-tracking can be very frustrating. 
Think of Moon as Doom on your 0$ but slightly 


more kid-friendly and less exciting—the complete 
antithesis to developer Renegade Kid’s previous 
portable hit Dementium: The Ward. 

That being said, the controls are simple and 
relatively easy to pick up on. You move around via 
tapping the directions on the DS’ directional pad 
and you pan the camera and aim by dragging the 
stylus across the touch screen. Use the L Button 
to shoot your gun, and any other available com- 
mands or actions will pop up on the touch screen 
when prompted (i.e. “open door,” "examine"). 


LOST IN SPACE 

Moon gives you the choice between three differ- 
ent levels of difficulty—Rookie, Normal, and Vet- 
eran—but even the most hardcore of players can 
find they have their work cut out for them on Vet- 
eran. Thankfully, the difficulty curve is rather bal- 
anced in Moon, so even the younger and not as 
advanced players can still have a great time play- 
ing Moon on the game's Rookie setting. 

Moonis intense and dark without ever becom- 
ing too overwhelming. The game's overall tone, 
combined with the lack of blood and respon- 
sive, straight-forward controls makes this game 
ideal for younger DS owners who aren't quite old 
enough for Halo-esqué action, but crave engaging 
gameplay nonetheless. | wouldn't necessarily rec- 
ommend Moon for the more adult DS crowd un- 
less they were just looking for something to keep 
them busy for a few hours on a long car or plane 
ride. Moon is a decent time killer and is great for 
anyone looking for an interesting sci-fi adventure 
for their DS handheld.—Raychul Moore 


ward objectives. 


CONS: Useless map makes navigating a pain; 
gameplay can become very repetitive. 


“SCARY 
HELL. 


- Jim Ridley, L.A. WEEKLY 


QUARANTINE 


“QUITE POSSIBLY 
THE GEST HORROR 
FILM THIS YEAR.” 


Available at 


www.SonyPictures.com 
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CREATIVE VADO HD 


A super slick handheld camera for the YouTube set—now in HD! 


Well, think again: we get to test out some awe- 
some gear too. This month, we took a look at the 
Creative Vado HD, a slick little device that lets you cap- 
ture movie clips in 720p resolution and upload them 
directly to YouTube. We also tested out the Psyclone 
TouchCharge, a spiffy recharging station that prom- 
ises to free you from the tyranny of batteries. Read on 
to see how these gadgets fared and be sure to check 
out GamePro.com for more hardware reviews! 
When we received the original Vado in the 
GamePro offices, all the editors loved the small, 
portable video capture device. We used it to film 
candid moments, capture footage at press events 
andto document our embarrassing after-work she- 
nanigans. While it wasn't as full featured as a cam- 
corder, it was a slick device that we could slip into 
our pockets for on-the-go movie making. The only 
thing we didn't like was the low-resolution output; 
of course, now that Creative has introduced a HD 
model that can cap video in 720p, we have noth- 
ing to complain about. The Vado HD works just as 
well as its predecessor but it's that extra bump up 
in resolution that elevates it from "interesting gad- 
get" category to full-on “OMG, | want one" status. 


Т“ it's all fun and games here at GamePro? 


PSYCLONE TOUCHCHARGE 


It's incredibly convenient but prepare to pay a premium. 


The device has a dead simple interface that 
doesn't have much in the way of features or 
menus but makes up for it in terms of ease of 
use. You turn it on, point it at your subjects and 
hit record. The movie clips are fairly impressive 
considering the device's price point and purpose 
and it comes with software that makes upload- 
ing to YouTube a snap. The Vado HD also has an 
HDMI port which lets you output directly т 1080i 
to an HDTV, which was a nice touch. We also liked 
the 8GB of internal storage, the bright LED screen 
and the rechargeable battery. 

The Vado HD will never replace your cam- 
corder as it’s just not powerful enough to fill 
all of your amateur cinematography needs. Its 
zoom is underpowered, its audio can be a little 
wonky—the mike will pick up pretty much every- 
thing, especially the voice of the person holding 
the unit—and it won't beat out an HD camcorder 
in the image quality department. But as a way of 
capturing spontaneous footage of everyday mo- 
ments, the Vado HD is a ridiculously awesome 
solution. You can bet that we'll be taking it with 
us to the next press event, party, or concert that 
we attend. 


PROS: Compact and portable; captures in HD; 
easy to use; HDMI port. 


CONS: Built-in mike isn't that great; zoom is 
underpowered. 


PRICE: $199.99; creative.com 
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lers, which are awesome т every possible 

way, is having to change out the batteries; 
it's wasteful and who the heck wants to scrounge 
around for batteries while playing games? That's 
why we recommend every gamer own some form 
of rechargeable battery kit. But while most re- 
charge kits make you plug or dock your control- 
lers, the TouchCharge lets you just place them 
onto a specialized base. The battery packs have 
special metal contacts that allows the electricity 
to flow; the good thing is, the base is otherwise 
harmless to the touch, so no worries about elec- 
trocuting yourself. 

It works exactly as advertised—we tested out 
the Wii kit and it’s a snap to place the Wii Remotes 
onto the base. It’s far more convenient than hav- 
ing to dock them or plug ina cable. The base itself 
is small, so it can be plugged in next to your TV; 


T he one thing we hate about wireless control- 


when you're done gaming, just set your control- 
ler down and it charges until you're ready to use it 
again. The only downside of the Wii kit is that you 
can feel the metal contacts when you hold the Wii 
Remote, which is a bit weird but you get used to 
it. The only other concern we had was the price: 
the Wii version retails for a rather high $59.99. 
360 owners get it rougher, having to fork over 
seventy bucks while PS3 gamers get away with 
only having to shell out fifty. That's a lot of coin 
for a recharging station, especially since there are 
cheaper models to be had. 

Still, the TouchCharge is one of the more ele- 
gant solutions we've tested and we loved the fact 
that you can just put a controller down instead of 
having to plug anything in. It'S easy to use and 
gets the job done, so if you need a no muss, no 
fuss recharging kit for your game consoles, the 
TouchCharge is a fantastic choice. 


down on the base and you're done. 


CONS: It's a bit pricier than the other recharg- 
ing stations. 


PRICE: $59.99 (Wii); $69.99 (360); $49.99 (PS3); 
psyclonecables.com 


GamePro reviews all the hottest new games as well as top current hits. For full 
reviews, trailers, screen shots, and the best prices, please visit GamePro.com. 
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Animal Crossing: City Folk 


of War 2 
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Golden Axe: Beast Rider 


Kingdom Hearts Re: Chain of Memories 


The Last Remnant 


Sony 


PS3, Xbox 360 | EA Games 


en 


Nintendo 


Mirror's Edge 


Mortal Kombat vs. DC Universe 


Resistance 2 


Rise of the Argonauts 


Rock Band 2 


Rygar: The Battle of Argus 


Games in red are Editors’ Choice, and have received a score of ЖЖЖ Жз r. 
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Players 


(NOT SO) BIG LIST 


Game 


Castlevania: Order of Ecclesia (DS) 
Disgaea DS (DS) 
Dragon Quest IV: Chapters of the Chosen (DS). 
FaceBreaker (PS3) 
Fracture (Xbox 360)....... 
Infinite Undiscovery (Xbox 360 
Mario Super Sluggers (Wii). 
dden NFL 09 (Xbox 360) .. 
Mercenaries 2: World in Flames (Xbox 360] 
Naruto: Path of the Ninja 2 (DS). 


N 


Rhapsody: A Musical Adventure (DS) 
Robocalypse (DS)... 
Silent Hill: Homecoming (PS3, Xbox 360 
Sonic Chronicles: The Dark Brotherhood (DS 


5) 


Star Осе arture lel 
Star Wars: The Force Unleashed (Xbox 360). 
Tales of Vesperia (Xbox 360) 
Too Human (Xbox 360) 
Viva Piñata: Trouble in Paradise (Xbox 360 
Wario Land: Shake It! ( 


Yggdra 


DISNEY SING IT! 
(PLAYSTATION 3) 


The Letter of the Month win- 
ner will receive Disney Sing 
It! for the PS3 (includes micro: 
phone). Start singing! 


І can never 
let you до! 


No ONE CAN SERVE TWO 
MASTERS 

| am a Sony fanboy. | hate to see that 
Sony is in third place in the Console 
Wars behind Nintendo and Microsoft. 
| personally believe it's because Sony 
is the only one still marketing and 
manufacturing a last-gen system, the 
PlayStation 2. If Sony would stop pro- 
duction of the PS2, developers will stop 
making the games for it. That will cause 
the millions of people who are still hold- 
ing out on making a step towards next 
generation to do so. Why is Sony still 
producing its last generation console, 
when its competitors have stopped? 
1 know the PS2 was widely success- 
ful. But they need to stand behind one 
product 100 percent. Consumers are 
not going to buy a PS3 when games 
are still being released for the PS2. 
Alex Sosa—Bronx, NY 


It's a little unfair to place all the blame 
on the PS2—he's just doing his job. Af- 
ter all, it was the PS3 that launched with 
a high price and a lack of games, not 
the PS2. But make a solid point. | have a 
friend he has yet to buy a PS3 because 
all his favorite sports games still come 
out on PS2, and he can take it online. 


THIS IS AGUN 
1 enjoyed your Resident Evil 5 preview in issue 244, 
but | had to laugh when | read about the "massive" 
357 magnum. If you want to see large, check out 
the Smith & Wesson Model 500. Jake Shoemaker— 
Waterford, MI 


GamePro is a strong advocate for the Second 
Amendment and the right to bear arms—not actual 
furry bear arms, but...oh, you know what | mean. 


VERBAL CONTROLS, AHOY! 

| write to you today about audio capabilities. It 
seems that microphone based audio commands 
have been brought to good use by many games 
but why does it seem to only be the large, strat- 
egy based games where you are sending entire 
battalions into battle? Why can't games like Resis- 
tance ll utilize this technology, so | can stop throw- 
ing grenades when | simply mean to turn on my 
flashlight? Even single player campaign games 
could benefit from this type of technology and 
make the games a lot more friendly for newbies 
to the franchise. Yelling things like "secondary 
weapon," "grenade," and "reload" can some- 
times be easier then finding the right button at the 
right time. It's time to embrace this technology. 
Chris Stewart—Victoria, TX 


"Copy that, Chris." (That just sent a message to 
every game developer, like hitting the A button.) 


pis 


THIRD-PARTY Wii WOES 

l'm starting to question whether | should have 
gotten a Wii, for the very reason that there on no 
third party games for the thing, only first- and sec- 
ond-party. I’m a casual gamer, but | used to be 
hardcore, so | still like a wide selection of games. 
Now it seems I’m only stuck with Outdoor Chal- 
lenge. Clint McGee—Colton, OR 


Before you get stuck in a gamer hive mind, con- 
sider the following third-party Wii titles which 
were released in the last 12 months and are more 
than worth a look: No More Heroes, Boom Blox, 
Force Unleashed, de Blob, Shaun White Snow- 
boarding, Guitar Hero World Tour, and Call of 
Duty: World at War. 


THE #1 GAME FOR CASTAWAYS 

As а relatively new subscriber to GamePro, | have 
the following question: What is your preferred 
"desert island" game on what system? One 
game. One system. Go! Fraze— Ontario, Canada 


I'm not a big puzzle gamer, but l'd have to go 
with either Tetris or Dr. Mario on the Game 
Boy for being infinitly challenging. Oh, and 
I'll also need a life supply of AA batteries. Will 
the island have that, or at least a DC input? 
Otherwise, l'm screwed 


TO EACH HIS OWN 

Each month | receive an issue of GamePro maga- 
zine. And each month | read the Feedback section. 
Nearly each one has someone's view of the cur- 
rent console war. Here is my view, being as unbi- 
ased as possible. People complain about the PS3's 
price, 360's durability, and the Wii's lack of pro- 
cessing power and games. Let them each do their 
own thing. Sony wants to appeal to gamers as well 
as make a convenient media hub. Microsoft wants 
to appeal to the hardcore and the casual gaming 
crowd. Nintendo wants to bring in new gamers, as 
well as let us rethink how we play. That’s why the 
PS3 is the most expensive console with tons of ex- 
tra features, why Microsoft can have Gears of War 
and Avatars on your dashboard, and why the Wii 
is, well the Wii instead of the Nintendo Revolution. 
Will there be responses to this letter next month? 
| hope so, as that means that this letter meant 
something. Jeffrey David Smith—Brewton, AL 


Mac OSX 15% 


Windows XP 40% 


We get a lot of letters every month dealing with 
gamers’ opinions on the pros and cons of each 
system, and yours is in line with the majority. 
Anyone else have something fresh to say on 
the subject? 


PS3 BACKWARDS COMPATIBILITY 
PROBLEMS 

I'm having some problems with PS2 games. | re- 
cently broke ту PS2 so | got a PS3, but some of my 
games won't play properly (game freezes, unable 
to play online). Buddy Hinton—Via Internet 


Did you buy an 80GB PS3 or an original 20GB or 
60GB? It sounds like you bought the 80GB, which 
only simulates PS2 playback on select games, 
whereas the launch 20GB and 60GB PS3 mod- 
els feature the requisite hardware to play all PS2 
games as intended. That could be what's causing 
your problem, so Google your model number for 
а list of supported games. 


No SQUARE ENIX? 

1 was reading the "6 Most Powerful Game Stu- 
dios" in the Nov. issue of GamePro, when I real- 
ized that Square Enix wasn't there! What gives? | 
think all of the studios listed were good except for 
Epic Games. I've barely ever even heard of them! 
I think Square Enix should be in its place because 
look at Kingdom Hearts, Final Fantasy VII, or all 
the FFs! They're major hits, and a lot of people 
call FFVII the best game ever made, although that 
might not be totally accurate, but still. Square 
Enix is the lord of RPGs and just plain amazing! 
Evan Winter—St. Louis, MO 


While we like Square Enix as much as the next 
guy, it's difficult to say the publisher/developer 
is as influential as it was during the height of the 
RPG in the '80s and '90s. And while you may not 
have heard of Epic, you've likely played a game 
that uses its Unreal graphics engine. 


I'ma PC... 
and everyone loves mel 


FEEDBACK 


Raychul responds: 


Hit & Run. Good luck! 


Do you know of any games that involve the same kind of exploration as Grand Theft Auto 4 
that would also be appropriate for my 10 year-old kid sister? | exposed her to GTA IV before 
realizing it was horribly inappropriate. 

Gamersister—Via Internet 


First off, | have to say, shame on you for even playing that game when your little sister was in 
the room. | have two little sisters, 10 and 12, and | would have never let them see that game. 
Letthem stay young and innocent while they can. Виї digress, there are TONS of exploration 
games out there for your sister, namely Animal Crossing, Harvest Moon, and The Simpsons 


Send your questions to the Game Girls at GameGirl.com 
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NEEDS MORE SHOTGUN 
What's with the shotguns in all the game's |ме 
been playing? Shotguns in the real world can 
reach hundreds of yards and still be lethal. But in 
Halo 1, 2, and 3, | swear the pellets disappear af- 
ter five feet. And | tried shotguns in Call of Duty: 
World at War with similar results (its barrel wasn't 
sawed-off, for the record). If we're striving for real- 
ism in games, let's do this thing right! Jeff Camp- 
bell—Pittsburgh, PA 


I'm all for range shotguns. But then again, wouldn't 
that take some of the strategy of using different 
guns for different situations? 


CHEAPEST WAY TO PLAY FFXIIT 


| have delayed quite a bit in getting a new console. 
| still haven't decided which of the three systems 
| should side with. Tell me, is it worth it to give up 
MGS4 and the upcoming FFXIII for the lower cost 
of 360? Or should | branch out with Nintendo's 
flagship Wii? It's least likely for me to get the Wii, 
because it won't have its own iteration of FFXIII, 
however. Randy Gerber— Via Internet 


If price and Final Fantasy XIII proper are all you care 
about, then you can't go wrong with a $199 Xbox 
360 with 512 MB of internal memory and $60 for 
the game once it releases. Just know that Square 
Enix has promised the game first on PS3, so you'll 
have to be patient. 


Score: 43 of 230 КОГО The Perils of Rosella 


FORGET GRAPHICS, HOW ABOUT 
STORY? 


At the risk of sounding generic, | have been play- 
ing video games for a long time and want to com- 
plain about something. To me the most popular 
games are always just “OK” and not amazing as 
everyone says they are. Games such as Gears of 
War, Grand Theft Auto, and Halo. They are all fun 
shooters but there poor story-telling often ruins 
it for me. Call of Duty 4, on the other hand, has a 
story that borders with an actual film. Why can't 
more games focus on story, as opposed to graph- 
ics and killing. Kevin Poole—Stuart, FL 


If you're gonna do a game with story, then do it right. 
Otherwise, | say skip the crappy dialogue and forced 
emotions, and go straight for the action. It's amazing 
whata little back setting to do to set up a game, then 
letthe player take full control. 


BREAKING INTO VIDEO GAMES 

| ат currently learning Maya at an art school 
called Art Center. I’m majoring in Graphic Design, 
and l've heard that Graphic Design is more 
advertising industry and few game companies 
hire graphic designers. Is this true? | tend to 
jump around to try new things, so what is the 
right job for me to get into the gaming industry? 
Steven Hsieh—Cerritos, CA 


Not to sound like Steve Jobs, but Га focus more 
on what specific tasks you enjoy doing as opposed 
to what industry you work in. Cleaning dumpsters 
for Nintendo wouldn't be any more enjoyable than 
it would be for Walmart. That said, sticking with 
Maya (and C++ for that matter) is a good start, pro- 
vided you want to program and build 3D environ- 
ments. See what excites you, then look for jobs in 
the gaming industry that use those skill sets. From 
there, it’s all hard work and who you know, so get 
to schmoozing. 


VIDEO GAMES DON'T LIKE 
CANADA 


1 was wondering if Rockstar Games would ever 
set a Grand Theft Auto game in Canada? Are they 
afraid of getting it mixed up with the GTA (Greater 
Toronto Area)? It seems there aren't many games 
based in Canada. They're either in the U.S., Africa, 
some forest, or a remote desert. | don't think you 
could name 10 games that take place in Canada. 
Xenophobe much? Kenneth Dunbar—Brechin, 
Canada 


| was once told at a game conference that it's be- 
cause developers don't like how Canucks ask ques- 
tions with "eh" as opposed to using the standard 
intonation of a question mark. Kidding. | suppose 
it's because the U.S. and its residents represent the 
biggest video game market in the world. But т all 
for a game that takes place on Newfoundland. | hear 
that place is a riot. 


Downloadable Reviews 


WipEout HD rss) 


WipeOut HD is visually stunning, but 
redundantly challenging. 


WRITE TOU 

Got a question or comment? Write to us with 
your name and town via e-mail: letters 
gamepro.com or GamePro, Head2Head, 501 
2nd St., Ste. 114, San Francisco, CA 94107 (Be 
sure to tell us your city and state, too.) The best 
letters will be rewarded with publishing brag- 
ging rights in future issues of GamePro. 


= 
The problem with WipEout НО is not in what 
it offers but the feeling that we've seen it all be- 
fore, because we have. The soundtrack, single 
player mode, tracks and ships in HD are all from 
two previously released PSP games. The game 
also has other issues: Multiplayer is bare bones 
and can get repetitive, and the single-player is so 
tough only a masochist can complete it. Despite 
some flaws WipEout HD is an enjoyable, eye- 
popping title. The $20 price point for content that's 
а few years old takes some of the fun out of it. 


Fun Factor: kiti 


Ex Lost WINDS wi 


x Lost Winds is the Wind Beneath Wii's 
Wings. 


By Terry Terrones 


CONNECT ONLINE: 


Go online, follow your favorite gam 
tems, and sound off on breaking 


GamePro.com | 
Breaking, extensive, and media- 
rich coverage of the biggest 
and freshest games. Check out 
the forums, too—they're the | 
Internet's best-kept secret! 


Games.net 

Aggregate gaming hub for re- 
views, original features, and 
up-to-the-second blog t: 


SlobsOfGaming.com | 
Full of unhealthily obsessive fea 


g“ 

<.) 
e By Will Herring | 
tures, gaming culture, and over- | 


Gameplay progresses at a constant, pleasing s enthusiastic gaming detritus. 
pace. It feels like all the unnecessary elements E is Ба i 
that often bog down the genre have been force- 
fully stripped out. It just feels right. It's this sim- 
plicity that makes Lost Winds so wonderful. It's 
not going to compete with the big retail block- 
busters, and it never intended to. It’s just a neat, 
memorable little game that lasts only as long as 
it needs to, and it would have never been possible 
without WiiWare. 


Fun Factor: eoe 


GameGi 

Girls play video games, too! | 
ШЕ One of the hottest sites in the | 

GamePro.com network. 


OMGHalo.com 
"AEN 24/7 coverage of all things Halo. 
All hail Master Chief! 


This month's winner 
| receives Karaoke 
| Revolution Presents: 
| American Idol Encore 
2 (Wii) by Konami 


1 МА. 


Send us your art! ^ 
Anthony Ewing of Bronx, NY 


GamePro magazine • Art Attack 
501 Second Street, Suite 114 
San Francisco, CA 91107-1431 
artattack@gamepro.com 


All art becomes the property of GamePro magazine. 
Sorry, we cannot return artwork, 
We will accept color photocopies or digital scans. 
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